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Ndkem 3D truly looks^ 
Hke a 3D supermodel of / 
g^me: sleeKrlipy, and 
with Idad^thrasliiiig action.” 

— StratBOTllus 


^;lt makes pretty much every 
PD^ame we’ve ever seen - 
D^ni included - look slightly 
dull. Honestly!” 

PC Gamer 


“The Build engine>flexlhiiity 
meansJliaTpretty much^- 
thliig goe^in Duke Nukem 3D. 
— Edge Magazine 






AE Yourself for the a 
■MATE 3D SLUGFEST 

ss-stompin' aliens have landed, and the humans sud- 
denly find themselves atop the endangered species 
list. The odds are a million-to-one, but Duke Nukem 
' iws what's got to be done — KICK ALIEN BUTT! 


FANTASTIC 3D REALMS, with stunning, realistic 
graphics, await you as you thrash aliens through the 
streets of L.A., out to an orbiting space station, and 
onto the surface of the moon itself! 

INNOVATIVE BUILD 3D™ ENGINE TECHNOLOGY 
lets you explore an interactive, fully virtual world of 
towering skyscrapers, deep canyons, and murky 
bodies of water — complete with sloping sur- 
faces, realistic earthquakes, functional subways, 
never-before-seen special effects. 


AHMED TO THE TEETH, you brandish your fully 
automatic sidearm, rocket launcher, pipebombs, 
and an assortment of awesome hi-tech weaponry 
that’ll make your bones rattle and send the alien 
bastards to a bloody grave. 


,% FULL MOVEMENT CONTROL lets you run, jump, 
crawl, swim, and jetpack your way through hostile 
environments as you look up and down from any 
vantage point to survey the situation around you. 


A DYNAMIC COMM-BAT™ SYSTEM lets you duke it out 
one-on-one via modem, and enables up to 8-player 
battlefests over your network. Also, send prerecorded 
taunts to your human opponents via Duke’s unique 
REMOTE RIDICULE SYSTEM™. 


.% TOTAL IMMERSIVE ENTERTAINMENT is guaranteed by state-of- 
the-art 3D graphics (inciuding optional SVGA hi-res modes) and 
hot 3D sound FX and stereo music. 

In Duke Nukem 3D, you can’t avoid steppin’ in the blood.* 

*Just don't drop your gloves! 


Developed by 3D Realms Entertainment. Distributed by FormGen, Incorporated. 
All rights reserved. All trademarks are the property of their respective owners. 



FOR MORE DETAILS, MAKE TRACKS 
TO YOUR LOCAL SOFTWARE RETAILER, 


REALITY 


WWW Site (hEtp://www.3drealms.com) CIS (Keyword REALMS) Software Creations BBS (508) 368-7036 
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• THE MOST IMMERSIVE CONSUMER VIRtUAL REALITY SYSTEM 


• SUPPORTED BY MORE GAMES THAN ANY OTHER VR PRODUCT 


< HANDHELD CYBERPUCK’“ CONTROLLER 


• VIP’" CARD SUPPORTS UP TO 125 PERIPHERALS 


• PATENTED QUICK-RESPONSE HEAD TRACKING 


Vrxt 


• COMFORTABLE ERGONOMIC DESIGN 


For IBM PC compatibles. 

phone (716) 427-8595 
fox (716) 292-6353 

America Online^': Keyword; FORTE or VFXl 
CompuServe^': GO FORTE 
Internet: SALES@FORTECH,COM 

Check out the Dark Forces demo oh the LucosArts website at http/www.lucasarts.com. 


• HIGH-FIDELITY STEREO HEADPHONES 


• BUILT-IN MICROPHONE 


• ONE YEAR WARRANTY 


• WINDOWS 95 COMPATIBLE 


O 1995 Forte Technologies, Inc. Screen irnoges ® Lucosiilm Ltd and lucasAns Enterlainment Compony. All rights reserved Used under Quihorizoilon 

Stor Wars is o registered trademark ond Dork Forces is o trademark ol Lucosfilm Ltd The LucosArts logo is o ragislered irodemork of LucosArts Eniertoinmeni Compcnv 



The Forte VF^ I HEADGEAR 


Virtual Reality 


System 


makes computer games like Dark Forces ' incredibly realistic. 
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Which IS why we gave it a SmaitVisor that Hips up to gel you 

back to lecilily last - for those limes you don't feel like gelling 
blown away by Imperial lasei fire -• in stunning, hi-res 3-D, 
Witness for youiscH why PC Magazine called the Forle VFX1 HEADGEAR 
"the coolest peripheral you can buy for your PC." 

Try It out Gl any Incredible Universe store. 

Or call loi the retailer nearest you 
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Yeah, we know full-motiDn video games ' in the past sucked 

.1^', Jsu 




But we solved that mystery. Now it's up to you to solve this one. 

Capture a vicious killer hy lumping from one suspect's mind to irj . 4 





the next. The story unfolds through their point of view. Seamless, real-time video 


requires you to make life-saving 



W decisions instantly. So if you sit 




r 


. around and don't interact, someone's going to turn up dead. Which is 




had, since you're supposed to he collecting clues, not corpses. 







PC 

CD 


(COLOSSAL)PICTURES 


PlayStation 


Psychic Detective 


httn*/ /lUIUUU 09 pnni /09CtllHinC him I Pe^cDetBcnve.-inJthBE(«ciroricAi1sStui!iost(^arilr9d€m,-irk^a)Eleclion>cAit9.EI<!clrmc Ansisnrogisti.-'udlddBtTciikufEIvcIioncAii&.SUOiiiiilIlM^OOluiloiiiv 

|IU[I«/ / nnilvudaUljlll/ GootUUIUg>lllllll IrademmlaofThaSDOCoinpony.ColossiilPiclurMjnnreflaietucilriiaemaik. PhySialion" nnu IlioWayslaiicm kiflosani Ci.-K>wivirks ol Sony CwnpUtT Emstlii^niwit. Inc, 





50 Cover Story: 

Gabriel Knight 2 


S ierra’s sequel to its 

popular Gabriel Knight 
adventure game mixes 
Wagner, werewolves 
and Ludwig into a tense tale of 
suspense and the supernatural, 
Jane Jensen has created a detec- 
tive story with a brilliant twist and 
an exotic atmosphere. The story 
about modern-day lycanthropy in 
Germany is a technological and 
artistic achievement beyond our 
original sneak preview expecta- 
tions. Johnny Wilson guides 
you through Sierra’s five-star 
achievement. 



58 Burning Rubber 


fake a spin through the 
latest racers, from seri- 
ous sims to arcade dri- 
vers to armed-and-dan- 
j gerous 



engine 
out the 

' leading racing sim- 
ulation. Gordon 
Goble explains why 
i IndyCar II laps the 
competition. 
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Thfsihust be the entrance to 
th^^Scar. Let’sTSee wiiat lies 
beyond that insane^cliff... 


What a ^eat old water milll. I wonder if 
it still works... : " 


Wli^t kind of name is ‘^nmyrth?” 
1 hope this dude doesh^t cast some 
ugly spell my way^ T/- 


Flnallyl The entrance to the fabled 
LandofRoote. . ■< 


Rf^ ori'^t could get cocy^weapionry, 
armor, artf^cts, spells, or even a 
signet key to unlock doors out of 
this deal. Oooh, it’s the “Potion of 
Healing. “'/That could come in handy- 
down the road. 


HEW wmin eau/iPumBjm 


Check out our hot new Web site at: 

© 1996 New World Computii^, lnc.;Anvil of Dawn is a trademark of New World Computlng^lnc. 
All ottier trademarke belong to their respective holders. All rights reserved. 




“Mothers hold your childrens children 
hold your tongue. For here you step 
and to the ••••***• you go." 

What the devil is he talking about? 

I thought th^e know-it-all talking 
ornaments were supposed to give clues, 
not riddle me to death. 


Hdly the Laughing 

Skull of Th^deroua I'ln 
out|^ here.^\ 


This old geyser is the Land of Root’s 
caretaker, llded to frighten me off my 
quest by warning me about all the nasty 
things that will h^pen to me in this 
dungeon. Not a chance, pops. 


Call Fun^s liAan withstand 
my>^h andeCinders spell 
bla^^ didn't think so. 


The wind is Mowin’ me around llte crazy.. .How 
do they expect me to get past thifi^e trap if I 
caq’t even control my movement^ • *, - 


What’s going am here...nobodj^ld 
me ^out this.^Wait a secondilraat’s 
his n^e wosjeftins the 
fate of the whole qqest hinged vi^y 
next move... '' > - 


It’s a tree Sprite. Lookg;ltke 
i’^' - ‘ she’ll guide inc to my*4ext - 

yfliJX **'' adventjwe lieyond thi Scar 

^ . and into dbe legendary Reed - J 

A Vast 3D Rendered Environinent -Plane. Maybe it can vi^it until jj 
Hundreds of Weapons, Spells. tomorrow..;nwbe ^ 

Artifacts, Objects, and Armor ' j 

Scores of JVIonsters, Talking MFCs, 

and Ingenious Puzzled • \ 

Invisible Full-Screenlnterface " ; , - ^ 

Turn Based aiid Real-Time Combat Available at your local software '' 
• ' vL retailer or order direct from New 

, M Worid Computing at 1-800-261-9563. 

(618-591-41S8 outsi^eth»U.S.), 
orbymaii:1K):^x4302 r 
Hollywood, CA 90078-430^/ 
k • Circle Reaei^f Serj^ < 
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CREDITS 


A 


Editor-In-Chief 
Johnny Wilson has 

been a fixture in the comput- 
er gaming industry longer 
than most PC gaming maga- 
zines have been in print. The 
grand (grandiose?) old man 
at Computer Gaming World has written for 
the magazine since 1982, joined the editorial 
staff in 1986 and authored more than 300 
reviews during his reign of terror. He has also 


written the SimCity Planning Commission 
Handbook and the SimEarth Bibie, as well as 
co-authored Sid Meier's Civiiization or Rome 
on 640K a Day (with Alan Emrich) and The 
SimCity 2000 Pianning Commission 
Handbook {w\t\ Peter Spear). Although 
Johnny has a Ph.D. in Old Testament Studies, 
has been named to Who's Who in the West, 
and won the SPA’s Best Software Reviewer 
award in 1991, he is much stuffier than that. 




Alan Emrich has been 
active in gaming since dis- 
covering Strategy & Tactics 
magazine in the 70s. He co- 
founded L.A.’s Strategicon 
game conventions, which is 
still going strong 20 years 
later, and he often travels to gaming conven- 
tions to serve as game auctioneer, CS's 
Contributing Wargames Editor and strategy/ 
wargames columnist is a past Vice-President 
of GAMA (the Games Manufacturers 


Association), former publisher of Fire & 
Movement. Battiepian and Space Gamer mag- 
azines, and a regular contributor to Computer 
Gaming and GameFix magazines. Alan has 
co-authored several computer game strategy 
guides (for Civilization, Master of Orion, 
Master of Magic, Empire Deluxe, and others), 
and helped design and produce boardgames, 
including Modern Naval Battles, A House 
Divided 2nd Edition, and the upcoming Kreig! 



Scorpia has long been 
the leading authority for 
adventure and computer 
role-playing reviews. CG's 
Adventure Games 
Contributing Editor has been 
an avid gamer since pur- 
chasing her first computer, an Apple ll-i-, 
back in 1981, In 1982, she co-founded the 
original GameSIG on CompuServe, where 
publisher Russell Sipe asked her to write for 


this magazine (which, up to that time, she’d 
never heard of). Thus began the Scorpion's 
Tale in 1983, and the rest, as they say, is her- 
story. She is arguably the most experienced, 
most outspoken critic of unimaginative or 
sloppy adventure game design, and though 
game publishers often fear her reviews, her 
loyal audience wouldn’t have her any other 
way. Aside from her monthly columns here, 
Scorpia can also be found online on GEnie, 
Delphi, and AOL. 


_-._e is the modern 
I equivalent ot the guy who 
I spent endless hours in his 
I garage tinkering with his '49 
I Plymouth. After receiving an 
I advanced degree in Physical 

I Chemistry, he ended up in 

e computer biz and never looked back. He 


first started game playing with Avalon F 
classic boardgame, Blitz-krieg, and is still an 
avid strategy gamer today. The IBM version of 
Zork was his first computer game. In addition 
to being CG’s Contributing Technology Editor, 
Case is a regular guy with a wife, kids and a 
job. but he harbors a secret desire to v/rite 
potboiler novels. 



Contributing Editor for 
Interactive Fiction, has writ- 
ten about gaming for more 
than 15 years. Biting, incisive 
and often controversial, his 
published criticism on the 
subject ot computer games amounts to more 


a quarter of a million words, the bulk of 
them in our pages. Charles is a member of 
the Horror Writers Association, and has had 
short stories published in Ellery Queen’s 
Mystery Magazine and other publications. 
When he's not playing games, Ardai is 
President of Juno, a free Internet e-mail ser- 
vice (http://www.juno.com). 



Edftor-in-Chief 
Managing Editor 
Features Editor 
Reviews Editor 
Associate Editor 
Associate Editor, News 
Assistant Editors 

Editoriat Assistant 
Contributing Editors 


Denny Alkin 
Terry Coleman 



Ellloll Chin 

Scorpia (Adventure Games) 

Alan Emrich (Wargames) 

Charles Ardat (Interactive Fiction) 


d Case (Technology) 
rtin Cirulis (Science ' 


Rction) 


Founder Russeil Sipe 
Forebears Chris Lombardi. Mite t^ksler 


DESIGN 

Art Director Edwin C. Malshom 
Graphic Artist Jack Rodrigues 

PRODUCTION 

Production Manager Steve Spingola 
Production Coordinator Kim Smith 


HOW TO CONTACT THE EDITORS 

Address questions and feedback to CG Editorial, 135 Main St., 14th 
Floor. San Francisco, CA 94105. Or you m<y contact us via: 
Phone:(415)357-4900 
Editorial Fax:(415)357-4977 
CompuSer^re: (76703,622) 

America On-Line: CGW 
Prodigy: EXPT40B 
GEnie: CGW 

Internet: 76703,622@compusfirve.com 
Web site: hltp://www.zd.com/~gaming 


ADVERTISING SALES 
Advertising Director 
LeeUniacke (415)357-4915 
East Coast District Sales Manager 

Caihy Conway (617)393-3691 
East Coast Sales Assistant 
Jayme Angel (617)393-3681 
West Coast District Sales Manager 
Lynne Killey (415)357-4925 
Account Representative 
Marci 'ibmaguchi (415) 357-4920 
Marketing Coordinator 
Cathy Lin (415)357-4935 
Advertising Coordinator 
Linda Philapil (415)3574930 

HOW TO CONTACT ADVERTISING SALES 

Address inquiries to CG Advertising, 135 Main St.. 14lh Floor, San 
Francisco. CA 94105; or call (415) 357-4930, (ax (415) 3574999. 



BACK ISSUES 
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AdiVisioH. 

Developed by Wizbang!'" software Productions, Inc. 

Activision is a registered trademark and HyperBlade is a trademark of Activision. Inc. » 1 995 Activision. Inc. All rights reserved. 

Wizbang! is a registered trademark of WizbangI Software productions. Inc. Microsoft and Windows are registered trademarks of Microsoft Corporation. 
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E SISI As agents for the Galactic Federation, you and your partner. Ginger, had been given 
gg an assignment to infiltrate NoirDyne, a sinister corporation which has reactivated 
^ a once abandoned bioweapons production facility: The Hive, a Something went 
■I’gim'ii terribly wrong... your cover is blown and now the chase is on. a With the help of 
Ginger's brief data loads, you must battle your way through scores of enemy fighters, ferocious 
ground troops, menacing robot weapons, and the deadly alien Hivasects. 

A Designed exclusively for Windows® 95... true 32 bit autoplay. Awesome 
action/arcade gameplay and killer graphics that will blow you away! • 16'bit |Jil4Ji}^2li1 
stereo sound. *20 pulse-pounding interactive levels. •Two game play styles... 
gut wrenching action sequences combined with never-before-seen Panoractive"’ 
game play that puts you in the middle of the action, a Download our free demo from 
http://www.trimarkint.com or from Trimark's folder on CompuServe's Game Publishers Forum "B". 


The Hivo is a trademaik of Trimark interactive. 01995 Trimark interactive. All rights reserved. 
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hese are answers to some of the most-frequently asked 
questions from our readers. We offer this as a service to 


our readers so that you won’t keep sending us nasty e-mails 
asking how to get the CD-ROM. But we won’t hold our breath. 


What's On The 
CD-ROM? 

Once again, our CD comes to 
you loaded with goodies like game 
demos, patches, features and sce- 
narios. This month, we are proud to 
introduce our Reality One Comic, 
designed by Ted Riddle exclusively 
for CG readers {Ziff-Davis 
Publishing's first comic in 
40 years!). The CD is 
Windows 3.1 and 
Windows 95 compatible. 

Also this month we 
have a special feature for 
Steel Panthers fans (num- 
ber one on the Top 100 
and Playing Lately list). 

Click on the Steel 
Panthers page to view a 
demo, or access a sce- 
nario and a game patch. 

Remember, you’ll need a commer- 
cial copy of SP in order to use the 
patch and scenario. Download and 


conquer the scenario-developed 
exclusively for CG by our strategy 
writer, Patrick Miller-send us your 
solution, and you stand a chance to 
win one of three free subscriptions 
to CG Magazine. (To copy the Steel 
Panthers scenarios, simply click on 
it in the CGW Extra main screen 
and follow the instructions.) 


We're also featuring something 
slightly different this timeout: 
audio. You’ll be able enjoy digital 
audio samples mastered directly 
from the InterWave processor- 
based sound card from AMD. 
Check out original music scores 
from Thomas Dolby, Keith Emerson 
(of Lake and Palmer fame) and Jan 


Hammer. One note, you’ll need a 
16-bit sound card to hear the truly 
authentic quality. 

This month you’ll also find 
demos of SU-27 Flanker by SSI, 
Destruction Derby from Sony 
Psygnosis, and a peek of Shannara 
by Legend Entertainment, as well as 
a plethora of product demos from 
some of our advertisers. 

How Do I Use It? 

Our CD is a Windows program, 
but have no fear. If you have 
Windows 95, installation is a 
breeze-our CD is Autoplay 
enabled. Just “Lock 'n load." 
Otherwise, boot your computer in 
Windows 3.1, pop the CD into your 
drive, select RUN from the Program 
Manager's menu and type D:\RUN- 
ME (where D is the letter of your 
CD-ROM drive) to run it straight 
from the CD or D;\!NSTALL to cre- 
ate a Computer Gaming World pro- 
gram group on your Windows desk- 
top. Then, navigate by pointing and 


clicking just as you would in any 
other Windows program. To see 
and hear words of wisdom from 
our Editor-in-Chief, click on WEL- 
COME, then LEHER FROM EDI- 
TOR-iN-CHIEF Click on Johnny 
himself, and he'll greet you in one 
of his many master-of-dialect per- 
sonae. 


How Do I Get 
The Demo Files? 

To access these demos, 
click on EDITORS HOT 
DEMO PICKS, then click 
on the title you want to see, 
and follow the instructions. 
To get demos provided by 
the publishers, click on 
PRODUCT DEMOS and go 
to either Action (Expect No 
Mercy, Mission CnmcAL, 
Tempest 2000 and WipeOut), or 
Adventure and Simulation (Fighter 
Duel and Mission Critical). 

How Do I Get The 
Patch Files? 

Click on PATCHES under the 
CGW FEATURES, then read the text 
window with instructions on copy- 
ing the files to your hard drive. 
Follow the instructions for any files 
on the CD. 

How Do I Get The 
CD-ROM? 

Newsstand issues come in two 
flavors: those with the CD and 
those without. Each type is clearly 
marked— if you can’t find the ver- 
sion you want in the store, encour- 
age your retailer to carry it (or sub- 
scribe to assure yourself of getting 
your copy every month). To sub- 
scribe, simply call 800-827-4450 
(or 303-665-8930), and specify that 
you want the CD-ROM version. 







Immerse yourself in a strange 
culture Full of mysterj', magic 
and deception. All is not what it 
seems in this bizzare £ind alien 
world. Who is Friend... who is 
Foe? What htis happened to the 
missing Druid? Which path is saFe to choose? 
Find your answers by exploring this "Feature 
length” stort' in a three dimensional world. 

Action-based combat system Intuitive 
point-cind-click inierFace Over 100 fully 


3D locations in SVGA 
10,000 Frames oF animated 
Progressive nonlinear 
stor 3 ' with multiple endings 

Seamless animations of chiirac- 
ters and creatures Rich musical 

score, sound effects, and speech Ready-made 

male or Female characters will start you off 
instantly, or create your own Isometric over- 
head view oFa 3D world Featuring a single 
character party Available October '95 


Loofc for the Interactive Demo with leading gaming maga:zinev, 

Jo order, visit your nearest retailer, or call: (800) 447-1230. Ask for operator 43. 

''' Clue Book 

SIRTECH '--^Avoiloble 

PO Box 245, Ogdensburg, NY 13669 Tel: (315) 393-6633 Fax:(315)393-1525 E-Mail: 76711.33@COMPUSERVE.COM 

Druid Daemons of the Mind is a trademark of Sir-terh Software, Inc. 
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How Do We Classify 
Games? 

Action/Arcade (AC): The 
emphasis is on hand-eye coordina- 
tion and reflexes, usuaiiy emphasiz- 
ing fast play over story or strategy. 

Adventure (AD): Games where- 
in you control an alter ego and 
move through a storyline or 
sequence of events, where puzzle- 
solving takes precedence over con- 
versation and combat. 

Classics/Puzzies(CP): 
Classics are old stand-bys and par- 
lor games that appeal to many dif- 
ferent types of gamer. Examples 
are: Backgammon, Bridge, chess, 
Monopoly, Parchesi, Risk, and 
Solitaire. Puzzle games are com- 
puter games which emphasize spa- 
tial relationships, word games 
and/or problem-solving without 
requiring gamers to follow a story- 
line, Examples would be: Shanghai, 
Tetris and Zig-Zag. 

Role-Playing (RP); RPGs area 
subset of adventure games, but 
stress character development, often 
through improving stats or other 
attributes. Conversations with non- 
player characters (NPCs) and tacti- 


cal combat are generally more 
important than in Adventure games. 
Finally, the game world tends to be 
large, and the plot less linear, often 
with some quests/treks removed 
from the main storyline. 

Simulations (SI): Highly realis- 
tic games from a first-person per- 
spective: you may drive a realistical- 
ly simulated race car, fly a military 
aircraft with a meticulous physics 
model, or swoop through a 
detailed sci-fi environment. Usually 
polygon-filled technology is used to 
build the simulated world on the fly. 

Sports (SP): The sports game 
category is a broad genre which 
includes action (NBA Live) and 
strategy games (Front Page Football 
Pro) based on sports. 

Strategy (ST); Problem-solving, 
short- and long-range planning are 
the keys here. These games almost 
always emphasize resource and risk 
management, This genre includes 
conflict-based sci-fi and fantasy 
games (X-COM, Outpost, MOO), as 
well as “pure” strategy games and 
“software toys" such as SimCity 

Wargames (WG): A subset of 
strategy games, these recreate his- 


HOW DO WE RATE? 


^ '-K 


We only review finished product, not pre-release versions. The ratings are as follows; 


I 

Outsfandlng; The 

rare game that gets 
It all right. The 
graphics, sountj, 
and gameplay 
come together to 
forma 

Transcendent 

Gaming 

Experience. Our 
strongest buying 
recommendation. 



Very Good: A 

high-guallty game 
that succeeds in 
many areas. May 
have minor prob- 
lems, but is slill 
worth your time 
and money, espe- 
cially if you're inter- 
ested in the subject 
matter or genre. 


Average: A mixed 
bag. Can be a 
game that reaches 
for the stars, but 
falls short in signifi- 
cant areas. Can 
also be a game that 
does what it does 
well, but lacks flair 
or origmality. 


Weah: A game 
with serious prob- 
lems. Usually 
buggy, seriously 
lacking in play 
value, or just a 
poorly-conceived 
game design-and 
you will want to 
think long and hard 
before buying it. 






★ 



Ahysnial: The rare 
game that gels It all 
wrong. This is 
reserved for those 
products so buggy, 
incomplete or val- 
ueless that you 
wonder why they 
were ever released. 




torical conflicts from a command 
perspective. They may be tactical, 
operational, or slrategic, and stress 
anything from logistics and firepow- 
er to morale and leadership. They 
may be simple (Panzer General, 
Empire II) to incredibly detailed and 
complex (Pacific War). 

What Is Your Reviews 
Policy? 

1) We only review from the final 
copy of the game. Though it has 
become popular among PC gaming 
magazines to review from late beta 
copies, we feel that the reader is 
best served by having (he reviewer 
look at the same copy of a game 
that the readers will find on the 
shelves. While we recognize that 
this causes some delay in coverage, 
we believe the reader is better 
served by such caution. 

2) We expect our reviewers to fin- 
ish the game. We want our readers 
to be assured that we do not review 
based on immediate or early 
impressions of a game. Our review- 
ers give a game ample opportunity 
to show its quality. In some cases, 
bugs make it impossible to finish a 
game, but we identify situations 
where that has occurred. 

3) We make every effort to match 
the reviewer to the game. We take 
into consideration (he preferences, 
background and possible biases of 
the reviewer and, where possible, 
we find people with actual life 
experience or special backgrounds 
which match a game. We believe 
this policy enhances both the cred- 
ibility of the review and the enjoy- 
ment of gameplay when (he real 
world and the game world are 
competently compared. 

4) We do not accept free travel 
from software or hardware compa- 
nies. We believe such gifts have a 
tacit assumption of coverage 
attached to them. We will only 
cover such events/launches as we 
believe will benefil our readers. 
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■ Featuring the music of Blue Oyster Cult 

■ State of the art special effects provide unparalleled realism 

■ 6 CDs stuffed with ground-breaking gaming 

■ 4 different endings allow for extensive rcplayability 

■ High resolution graphics and a beautifully-rendered 3D world bring the adventure to life 

■ Over 35 interactive puzzles and combat sequences to challenge even the hardcore gamer 

■ Also starring: Jimmie Walker, Tahncc Welch, David Patrick Kelly, and Ossie Davis 
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Today's Gamers 
From Games And 



emember Ihe 
''Show and 
Tell" experi- 
ence In ele- 
mentary 
school? ! 
really hated 
It-it was 
boring to watch other kids show 
toys, pictures and souvenirs that I 
couldn’t handle or use. “What’s the 
use?" I’d say. “I’ll never get one ol 
those." Immature? You bet! Short- 
sighted? Of coursel Yet, my childish 
reaction to elementary school’s 
“Show and Tell" underscores an 
important truth about human 
nature: we only want to pay atten- 
tion to what we believe is going to 
affect us. We don’t just want to be 
talked to: we want to do something. 

You’ve read my complaints in 
this column about what I call multi- 
mediocre products. They’re multi- 
mediocre because the sole level of 
interactivity often seems to be 
pointing and clicking between pic- 
tures. text blocks, video clips and 
music/voiceovers. You don’t feel like 
you’ve accomplished anything and 
there doesn’t seem to be an Imme- 
diate way to put what you’ve found 
to use. it’s just "Show and Tell." 

Even some computer games 
have such a low Interactive compo- 
nent that you might as well be 
watching a movie for all the mental 
stimulation you gain or feeling of 
accomplishment you achieve. They 
might as well be "Show and Tell." 

Right now. people like Larry 
Ellison of Oracle Corporation are 
dreaming of a $500 Internet box. 
They seem to have overlooked the 
past. Philips’ CD-I, Commodore’s 



Need More 
Magazines 


software publishers than to comput- 
er gamers. Second, you sometimes 
had trouble finding what you were 
buying the magazine to get- 
results. Results like purchase rec- 
ommendations, strategy tips, news 
and rumors, and. of course, ways to 
get extra value from games you’ve 
already purchased. 

The old logo looked like our old 
philosophy. Under the World 
emphasis, we tried to be so com- 
prehensive that you often had to 
wade through long blocks of text to 
find the hint, tip or rumor you need- 
ed. Our old logo was a big block of 
text. Under the World emphasis, the 
pages have often looked rather flat 
and lifeless because all of the 
action was in the text. Our new logo 
looks active and bold. It speaks of 
action. That’s why, whenever you 
see references or graphics which 
focus on Computer Gaming or CG 
rather than the more familiar 
Computer Gaming World, you’ll 
know it’s part of our concerted 
effort to provide action— results. 

So, when you see CG-ROM, 
you’ll know we’ve provided some- 
thing you can do on our CD. We’re 
offering files to test games, fix 


CDTV, Tandy’s VIS and even Trip 
Hawkins’ 3D0 Multiplayer were all 
supposed to be powerful process- 
ing machines at a consumer price 
point, designed to provide posi 
computing experiences for the 
masses. Yet, they all missed the 
point about computing. Computing 
is about letting the user/gamer/play- 
er make what he or she wants. 

Word processing? Playing with 
words until you get something you 
want. Spreadsheets? Playing with 
numbers until you get the results 
you want. Databases? Playing with 
data until you find the cut you want. 
Games? Playing with problems and 
situations until you can get the 
result you want-VICTORY. 

What good will an Internet box 
do if: you can’t print out the recipes 
you find, store the sound files you 
download, or play with the data you 
find? Not much! It’s “Show and 
Tell!” You give Ihe public a choice 
of things to look at, but it’s still 
mostly looking-not using. 

The same thing can be true of 
magazines. We know you don’t read 
our magazine just to read what we 
think about a game. You want the 
rumors, news, facts and informed 
judgment in a package that helps 
you find out if a given game is for 
you. We also know you don’t read 
our magazine just to lust after pic- 
tures and text about the latest com- 
puting equipment for gamers. You 
want to find the right equipment 
solution for your individual needs. 
We know you want help in winning 
games, getting extra value from the 
games you have, and overcoming 
bugs in games. Anything less is 
just “Show and Tell!" 


To this end, we’ve redesigned 
Computer Gaming World to help 
you get what you need even faster. 
Here’s what’s new. First, we’ve 
redesigned our logo to key on 

We’ve 
redesigned 
Computer 
Gaming World 
to help you 
find what you 
need even 
faster, yy 


what’s most important-Computer 
Gaming. We originally called our- 
selves Computer Gaming World 
because we believed it conveyed 
the fact that we try to cover the 
entire spectrum of computer 
games-design, production, evalua- 
tion and participation. This had two 
disadvantages. First, we sometimes 
found ourselves writing more to the 
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JU^ontGuveUpTme SiBIEP! 


The world's great Men-of-War sail 
again ... and you're in command! 

^ * tep aboard Avalon Hiirs new Wooden Ships & 
Iron Men and take command of the mightiest 
^ American, British, French and Spanish 
warships deployed during the American Revolution 
and Napoleonic Eras. 


Outmaneuver your opponent and rake him with your long 
guns and carronades. Then close the range, grapple your 
ship to the enemy's and capture him by boarding action. 


Lead Admiral Nelson's fleet into battle at Trafalgar in his 
beloved Victoiy. Take on the Sempis with John Paul Jones' 
Bonhomme Richaid. Qroose from 17 historical ship-to-ship 
and fleet scenarios or Design Your Own! Also included is 
"The Campaign Game" which tests your mettle and tactical 
acumen in realistic naval engagements that shaped a 
glorious new country. 


Awash with naval drama and suspense. 

Wooden Ships & Iron Men can be played solitaire, 
"hot-seated" with a friend on the same computei; or play 
via E-mail against an opponent oceans away. And when 
you take command, just remember . . . 

Don't Give Up the Ship! 

Wooden Sliips & Iron Men (Order No. 4070959) runs on 
IBM PC CD-ROM and compatible systems and can be 
sighted at leading computer game stores: Babbages, Best 
Buy, CompUSA, Computer City, Egghead, Electronics ■ 
Boutique, Fry's, Micro Center, Software Etc., Walden's 
Software, and independent retailers worldwide, or call 
1-800-999-3222. Ask for dept. CGW12. 




Experience 3-dhnensionai action. 


Check the status of your hull, guns, 
sails and crew. 


The Avalon Hill Game Company 


DIVISION OFMONARCII AVALON. INC.45l7lli^rdRi«d Biiliimon,-. Ml) 21214* l-S(«)-')W-3222 •4l()-254-«)2(M» 
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games, extend games, 
master games and 
customize games. 
There are demos 
to play, but there 
is much, much 
more. We’re also 
pleased that subscribers 
can now order the magazine with the 
CD-ROM instead of having to find a 
newsstand copy or borrow it from a 
friend. 

When you see CG-ONLINE, you’ll 
know that we're 
either providing 
something active 
on one of our 
eiectronic editions 
or have found 
something very cool on someone 
else's, CG-ONLINE tells you that you 
can download something you can 
use, find additional information, or 
interact with us on-line. 

As part of the resulls-oriented 
theme of the new look, we’ve added 
several new elements to the reviews. 
You'll find a difficulty scale that tells 
you at a glance how difficult it is to 
learn and play that game. The familiar 
5-star ratings system and Pros/Cons 
hasn’t changed, but we’ve added an 
"Appeal" line to the ratings box to 
suggest what kinds of gamers might 
like a given product. If a game is so 
good that it deserves a 4.5 or 5-star 
rating, you’ll seeaCG CHOICE 
graphic, which tells you it’s one of 
the best games we’ve played all year, 
either technologically, creatively, com- 
petitively or all three. 

Many readers have commented in 
the past 18 months that they like the 
color-coded "home section" for dif- 
ferent game genres. So we’ve 
expanded the format to include new 
home sections: Classtcs/Puzzles (so 
that Bridge, Poker, Monopoly, Tetris 
and Shanghai players don’t have to 
look through the Strategy/Wargaming 
section to find their types of games) 
and Technology (to keep you abreast 
of new hardware and rapidly emerg- 
ing technology). 


We’ve also added CG TIPS to the 
columns which open each home sec- 
tion. This is in response to your con- 
tinuing requests tor more strategy 
tips. The CG TIPS are technology or 
gameplay tips that tell you how to 
beat games in that genre. 

You want earlier looks at games? 
We’ve turned the Pipeline into a 
Game Track which includes: 

Sightings (early screenshots and 
information on upcoming games). 
Pipeline (the publishers’ release 
schedules), and Hands On 
(our first experiences with 
preliminary, 
working code). 

Another change you may 
notice this month is that 
we’ve re-classified science fiction- 
style simulations. In the past, we felt 
that games which do not attempt to 
model real-world vehicles couldn’t be 
labeled "Simulation." However, some 
of these games have become so 
detailed and realistic that it became 
impossible to consider them fust 
"Action" games. As a result, you will 
now find realistic first-person simula- 
tion games like MechWarrior 2, Wing 
Commander 3 and Tie Fighter 
reviewed in the Simulations section 
rather than the Action section. Of 
course, the re-classification of this 
genre is carried through into the Top 
100 games index, where you will find 
both kinds of simulation combined. 
The reclassification tits better with 
what the wider gaming market con- 
siders to be a Sim as opposed to an 
unrealistic, fast-paced action game. 

Most of all, we’re excited that we 
can present this useful new look with- 
out losing one word of text from the 
traditional CGW layout. We tested it 
with old articles in the new layouts 
and came to one conclusion: our 
graphic artists are geniuses. 

Here’s to all who helped in the new 
design— artists, editors and contribu- 
tors. And here’s to our readers, we 
trust we’re giving you more to "Do 
and Use" instead of just “Show and 
Tell.” Saludl'b 
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INTERACTIVE MAGIC PRESENTS 


You've Got Just Enough Time To Save The Galaxy . . . 

If You Play Smart! 



° Save the Galaxy! 


Your elite ranger force is on a critical mission: patrolling 
the outer reaches of the galaxy. Like rangers of the old 
west, your primary responsibilities are upholding law and 
order, and protecting the galactic citizens. You're armed 
with the latest weaponry and flying the finest 23rd century 
starships. But time is not on your side! 

(§) You're thrust into one life or death mission after another 
and you've got quick decisions to make. You can hyper- 
space across the galaxy to protect a distant base . . . but 
will you have enough fuel to return to protect the closer 
ones? And how many enemy ships are attacking your 
other bases? Can you get there in time? 

A detailed galactic map helps you ID enemy strength and 
positions, as well as navigate through the galaxy to engage 
the enemy in one heart-pounding battle after another. But in 
Star Rangers, you've got to shoot straight and think smart. 
The citizens are looking for a hero . . .could it be you? 


PC CD-ROM 


To reach us; 

E-mail - 75162. 1202@CompuServe.Com 
On Line -On CompuServe, GO GAMBPUB (Library 17) 


INTERAOT/EB! 
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LETTERS 
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LETTER OF THE MONTH 



I 'm Hiiiazcd each month by 
ihclncreasifigsize of every 
ne\\' CXIIW tliat graces my 
mailbox, '1 'hi,s phenomenon 
is not due to incvcascci ad.s eillicr, 
there are more review's and fealitre,s 
in every issue! MaLs off to CGVt't 
Imagine, tlioiigli, the shock I felt 
al seeing the December issue on the 
newsstand with a Wii\C 
CoMMWDf'lR IV CD-ROM demo 
, which ni)’ mailed copy w-as lacking! 
How can 1 get hold of that demo 
(’D short of buyiirg another issue of 
the greatest magazine in the world? 
;\!so, who tliinks up the catchy article 
titles? 'I'hcy’te always a laugh. 

MdmvVam 
Green Village, N] 


Vw sfafPs pride in being able to 
produce a December issue 100 pages 
larger than the closest competitor was 
lempered bf the knowledge that sub- 
scribers wouldn’t be able to get the 
demo disk 'Iherc is a chance you imr}’ 
be able to obtain one by calling our 
suhscriptbn number, (303) 66S-S930. 

Going forward, subscribers /roiv 
have the option to recewe the CC- 
ROA'I with your magazine, at a slight 
additional cost. If mt \mild like to 
get the disc, call the number above. 

As for those catchy titles, nt' lime to 
sci}' Us either llie liumor Guy, 
Headline Khes or the nighi janitor 
making changes after hours. We don’t 
want those truly responsible to take 
the blame for their sometimes egre- 
gious punmanship. 


SINS OFSHANNARA 

1 x)ri and I were \’cr}’ pleased to sec 
our new legend hailerlainment 
game. Si WNNAit/V listed as IIS of the 
'lop 10 adventure games in the 
“Htdiday I lot 100" section of C(JW 
tt 137. Unfoiiunatdy, ihc writeup has 
one major factual error which 1 hope 
you can correct in an U|)coming 
issue; Si l/\NN/\il\ is a completely orig- 



inal stor)' by Corey and 1 m Cole, 
not by'Icrry BiXKrks. We met with Mr. 


Ak. 



Brooks to discuss the game concept 
and his idea of how a computer 
game based on his novels slioiild 
look, and w'e continued to pmvide 
updates to Mr. Brooks and Iris 
l^indom I louse editor, Owen 
Locke, during theconrsc of 
development. Other than that, 
the work is completely ours. 

Lori and 1 read and enjoy 
CGWeach month, and we 
really appreciate the efforts 
your aiillinrs and editors make to 
lift game developers from ohsciirity. 
We sometimes wonder if the contin- 
ual Sf)-hoLir weeks and stress of ttying 
to make Christmas deadlines are 
worth it, and .seeing oiir names in 
CCW s review's and prev'iew's lielj)s 
us remember why we are in this busi- 
ness — bceairsc we care about our 
games and giving ijlav ers the best vve 
can make. 

Core)' Cole 
Oakhurst, CA 

So/7)’ about (he confisiim. Wb 
inten’iewed 'Icit}’ Brooks, creator of 
the Shannara novels, in the prior 
monlh, which made some editors 
assume lhal he authored the game. So 
they referred la a 'I'crr}’ }3rooks design 
in the I lot 100 article. We had actually 
intei\'iewed Brooks to get background 
on the creation of the St nov- 

els, and Brooks had ohsen'cd lhal he 
iioiiW control the conlent oj the nov- 
els and lei others (i.e. U'gend and the 
Coles) control the creation of (he 
games. So Si WNiVARA is a game based 
on (he Terr)’ Bmoks unh'crse. but the 
gamcM’as wtiiien and designed b)’ 
Core)' and U>ri Cole of Q( JivS'/' /■Y'i/i 
Cl.ORYfamc. 

CHAMPION CHARLIE BROWN 

'ibis may seem a little old, l)ul 1 
can’t seem to get anv' ans-vvers anv- 
where else. Wa); wav, wav' l)ack in 
june of ‘92, you did an article on 
Cl L'VMPIONS. 1 W'-as curious about 


what hap- 
pened to it. I heard it got out to Beta 
'lesling.but I never heard about any 
builds or anything about it. 1 lero 
Software has been non-re,sponsive to 
my letters, so I was lio[)iiig you could 
answer niv c|ucstions; 

1) Wliat happened to the 

Cl t'VMPIONS CRPC?\\1i\- didn’t it 
ever come out when they were so 
close to finishing? Wliy did they 
resign themselves to just publishing 
[the] I lliRO.NLVKl-ai (character genera- 
lion softM'arej? 

2) Do you hajjpen to liave the 
Beta version or possibly one (/f the 
builds for Cl lAMPiONS? If so, could I 
have a copy? 1 am a big fan and I just 
need to see the game to trv' it out, I'm 
a hit of a programmer. I knowMsual 
Basic and C++ and a friend of mine 
and ! want to build our own game. 
'Ihat is not why I want the 

Cl LWiPIONS CRPG (Computer 
Rolc-Pkning Game), though, 1 just 
want to know what 1 missed (or did- 
n’t miss, whatever the case ma_v be). 

3) Wliatb up with 

iNDi'is'iKi icnitLKS, the hero game 
lliat is .supposed to come out from 
Bullfrog? Is it going to be a role-play- 
ing type or just a Rock ‘emASock ‘cm 
game? 

Mark C. Roberts 
Kennewick, V\'/\ 

/\fter fiio major re\isions oj Ihc 
graphic look and game engine, the 
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3-0 TABLE SPORTS" 

WE'VE INCLUOEO EVERYTHING... 




EXCEPT THIS. 


Foosball: All the action of the original- 
spin, pass, block, and score! 


SlamHo<key: Chip it, chop it, cut it! Even 
go over the line in "super battle mode!" 


If you're looking for classic 
table game action with a 
digital twist, 3-D Table Sports 
is it! You get Foosball, 
SlamHockey and Power 
Hoops, all on one CD-ROM. 
Each game features fully- 
rendered 3-D tables, lots of 
play options, 10 difficulty 





levels, and network and modem 
support for tournament and 
league play. In fact, 3-D Table 
Sports gives you everything 
you could ever expect in a 
table game. ..except a place to 
put your quarters! 



BBS: 1 -81 8-295-6730 • e-mail: TWIinfo@aol.coni • Amerka Online”: Keyword; TWI • World Wide Web: ht 1 p://www.pathfinder.com/twi 

©199$ Time Warner Inleraclive. Produced by Moss Medio, Inc. Oisiributed by WEA. • Published by Time Warner Inleicctive, 2210 WesI Olive Avenue, Buebonk, CA 91506, U.S.A. All righls reserved. 

3-0 Table Spoils ond ihe Table Spoils logo, SlamHockey end Power Hoops are Irademaiks ol Time Woinci Inleioclivc. 

See your local soflwoie retailer or toll I-BOO-4fl2-3766 lo Older direct. 
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imwipcils at I Icro Software (kcklecl 
that the gaiiw was loo outdated to 
finish and bring to market. Ihis was a 
sad decision, since the entire conil)a- 
m was formed from Imijyle who loved 
the ‘‘people and paper" role-pliwing 
game and had sunk their inoilgages 
and royalt}' montyfrom other pro- 
jects into working foryeais without 
salary’ and tryvig to make this game 
happen. \Vc lutw heard sewral rea- 
sons far this, lb name a few: I) the 
paper game's exception-driven ivies 
system led to programming night- 
mares; 2) the pc//;cv modules which 
the scriptwriter intended to plug into 
the game didn't flow as neatly as 
e.\pectcd; 3) the principals were out of 
money and patience: and -I) the 
“dated" look related to the project 
takingso long caused several poten- 
tial distributors to pass on picking up 
the product. Regardless of which rea- 
son or combination thereof mi^it be 
most valid, no one is ewrenthat work 
on the CRKI. Ihat's why you can’t 
get hold of airyone at I lero Software. 

/\.s for the beta, there newer was 
one. 0»r '92 cover story’ uuv based 
upon one module that had been con- 
verted to the comjniterand ire jrlcryecl 
through that in pieces. At that time, it 
looked like the game would come 
logetherveiy (juickly. Unjorlunalefy, it 
didn’t. We no longerhavc ewen that 
one module, but ire couldn't gwe it to 
you if we did. It \mild still belong to 
the princijyals of I lero Software. 

I was an attemjrt to get 

some rewuue out oj the character 
creation utility that had already been 
pmgrammed for the game. 

Ti It: l\Wsnui(:imi.LS looks like it 
will have both role-jrlin'ing elements 
(with character creation both similar 
to and more advanced in some wery s 
than the CiLWti’lOSS game had) and 
real-time action (in 3-D). W e are vep’ 
much looking forward to this mid-to- 
late '% release. 



STONEWEEP OR 
STONEDEEP? 

Intcq^lay must have been 
ilia big nisli to release their 
liigiiK- fouled game, 

S'K )Ni',KI\l''.P. because it sure was 
not read) ! I ,ike the maiw 
liimdreds of others I ha\e 
ecoimtered online, I have got 
nothing bill headaches out of 
StonIsKI';!'.!’, Originall)’ my prob- 
lems arose from a lack of usable 
memoiy'due lo Win95. 1 cvcntiiallv 
managed lo liMlhis problem — no 
thanks lo an hour wasted on the 
phone wilh inleqday’s technical su[> 
port, and mimcrons messages jjost- 
cdonAOL. 

After I finally got the game up and 
running I encountered not the drag- 
ons. and goblins and other monsters 
that 1 cNpcetcd. but rather I ran into 
bug after gruesome bug! Taking a 
look at the BBS that Interplay has 
for St( 1NT:K[-;1';I’ on AOL, I saw that 
many others had experienced the 
same bugs 1 had in addition to a 
I null iinde of other problems that 1 
was ‘foPiinale’ enough to ha\e 
avoided- ' 1 here also seem to be two 
definite opinions concerning 
!nteq:3lays'lcch Support: l)'lhe\'are 
non-existent; and 2) 'llicy have no 
idea what the)’ are talking about. 

'Ihe bottom line is inteq^lay was not 
ready lo release this game and as a 
result they have jilted manv gaming 
fans out of their time and money. 1 
have begun a campaign to boveotl 
Intcqiiay products until rc.stilulion is 
made. 


had news is that 
such technical jlam can turn off 
gamers such asyouiself Wi' print 
your letter as a seivice lo our readeis 
who might be as frustrated as you. 
After the ycais this product spent in 
diwelopment, we don’t think Interplay 
nished it out Ihe door. We s/mp/y rec- 
ognize that a lot has hajijKned and 
wish that the technical support was 
better. \\b also rece'nvd many more 
l^osith’e than negath'c letters on the 
jmrduct. Here are some of them: 

leaded u]) S'l'C)Ni-:KI’.l’:P at 5 a.m. 
and the next thing 1 knew; it was 
lunchliine. Now, that's a game! 

laeS. 

Allen Park. Ml 


S'i'()M';K]’:i:p is the first RPC I've 
played in some time (iiat acluall)’ 
makes m\’ hair. stand on end! 
lAcelleiil game, veil worth the wait! 

Daniel C. iMcl ^lughlin 
lirockimrl, NY 


S'i 'ONl':Ki’;i':P has made a |)enna- 
ucnl residence on myCl.^-ROiVl 
drive... By'lhera, 1 shall prevail! 

Richard Ciesjro 
Woodbridge, V/’\ 


jack Cox 
Demer. Colorado 

Strange. We receded this letter on 
the same dcryas ourvery positiw 
re\'icwofSi()\i:m-:i\ findyour- 
self totally frustrated because oj the 
bugs, but our re\’iewer loved the game 
in spile o( the bugs. Ihc good news is 
that there is a solid game there. The 


TERMINAL VERACITY 

Is it just me or are l■’t iKV-’ and 
TiqtMlWI, VKI,OCriV the .same 
game? 

Geoffrey I'mst 
Glen Kllyn, //, 

llity are basically the same game, 
except that /•'( does not allow 
connecth'e jrkry. \ Ucrosoft has histor- 
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ically picked up interesting games in 
the DOS or A lacinlosh markets like 
Li\ks 386 PR(}andTa\rL\Russ.-\ 

2 and ported them to the Windows 
envimmnent as MiCRGHOlT GOU', 
MlCR()SOhTl3.\.SF.ii\t.l.,etc.. 

110 % 

Wdi)' do )'()u use .stars for )’Our 
les'iews instead of percentages? 

Daiid Tune 
Orlando, FL 

'llic inag is great! But Ihe .stars for 
ratings kinda’ bite! Stars and per- 
centages would be nice. 

C.S. Luken 
Evanston, IL 

We use stars because they are part 
of an established ratings mechanism 
that has been used by film, teltwision, 
literary and wslaurant critics for 
decades. A quick look at our fh e star 
scale gh’es you a quick take of our 
editorial staff s valuation of the g/ame. 
Frankly, since these are subjecth-e rat- 
ings (see "I'/oH’ We Rate?’’ in the FAQ 
section) as opposed to objective mea- 
surements, u’e'jv not sure our readers 
would gain aixy milvalue by trying to 
figure out whether an 85% or cm 84% 
rating is belter and wiry? Both would 
more than likely be de facto "Buy" 
recommendations. We don't use per- 
centages because wc' think they imply 
an exactitude which is impossible to 
quantify in a subjecth’e ratings sys- 
tem. 






No amount of marketing hype could do this game justice. If you enjoy awesome arcade 
action then you owe it to yourself to download the shareware version of Tyrian and see it 
for yourself. Bring along a friend, because Tyrian features a two-player mode as well as 
network and modem support. We’re sure you’ll be hooked. 


Here are just a few places you can find Tyrian: 
Epic's web site: http://www,epicgames,com 
Epic’s officiai ftp site: ftp.umi.edu in 
the msdos/games/epic directory 
Exec-PC BBS (414) 789-4360 


CompuSen/e: GO EPIC and 
download Tyrian from the Epic Forum 
AOL: keyword PCGAMES, in the software iibraries 
Epic's shareware games can aiso be found on many 
BBS’s and major online services around the world. 



Epic MegaGames Inc. • 3204 Tower Oaks Blvd„ Suite 410, Rockville, Maryland 20852, USA.. 
Orders: 1-800-972-7434 ■ Phone: +1 (301) 983-9771 ■ Fax: +1 (301) 299-3841 
Epic MegaGames U.K. Ltd, • 11 Baker Avenue, Potion Beds,, England SG19 2PJ 
Phone: +44 (0) 1767 260903 Fax: +44 (0) 1767 262043 
Copyright © 1995 by Epic MegaGames Inc. All rights reserved. 



Would you kill for your county? 


You may not have a choice. 


IN COLLABORATION WITH 


WILLIAM COLBY OLEG KALUGIN 

CIA KGB 

FORMER DIRECTOR FORMER MAJOR GENERAL 


As a CIA operative, you'll have many alternatives. 


Those that save your country. Those that save your 


ass... And those that do neither. You'll be all alone 

Unsurpassed film production enriches 
hours of realistic spycraft in a chilling 

wortd of intrigue. facing real-world dilemmas like those William Colby 




Gather intelligence online by linking to 
real websites and accessing up-to-the- 
minute information. 





% 


Track the trajectory of an assassin's 
bullet, surveil double agents and intercept 
radio transmissions. 


(former CIA Director) and Oleg Kalugin (former KGB 
Major General) confronted in their high-profile 
assignments. With decisions that threaten to destroy 
your moral fiber. 

Entangled global predicaments. Shocking 
classified intelligence. And consequences that impact 
the balance of world power. The stakes are high in the 
great game of espionage. Now you make the choice. 


COMING IN FROM THE COLD FEBRUARY 1 996. 
AVAILABLE ON DOS AND WINDOWS® 95 CD-ROM. 



BEGIN YOUR SPYHUNT AT HTTPJ/WWW.ACTIVISION.COM. 



ActlWikn It a raglileied tradimaik and Spycrilli Tht Gital Can 
liidtinirk al Acllalalaii. Inc. C 1995 Acllirialan. Inc. Alt rIgMi 
laiirtad. MIcioaan and Wlndoars iia Iradifflaika ol HIcrawK 
CotparaliiKi. 


AdiVisioH. 

Circle Reader Service =r37 
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3-D All Gets Faster And 


Cheaper 


Softimage's NT Tools Offer 
Affordable Performance 



I igh-end computer 
animation just got 
a lot more atford- 
able. One of the 
major software animation pack- 
ages, Softimage 3D, is now 
available for Windows NT. Until 
this launch, game developers 
and professional animators who 
used the powerful toolset were 
required to 
use 
expen- 
sive Silicon 
Graphics 



Softimage 3D 
can be used 
to render 
cartoon 
characters 
like this 
little bugger. 


machines, Now, with the release 
of the Windows NT conversion, 
complete with all the functions 
and commands available in the 
SGI version, it will be possible 
to perform the same tasks at a 
much reduced price point 
($15,000 for theNetpower 
R4400 RISC-based turnkey sys- 
tem bundled with Softimage's 
basic $7,995 software package). 
Plus, animation houses and 
software publishers will be able 
to set up “render farms” that 
cost less and work faster than 
current SGI models. 

In December, Softimage 
demonstrated an identical ren- 
dering being performed on an 
SGI Indigo-Z and a new Digital 
Equipment EV5 machine (run- 
ning at 366 MHz) equipped with 
a RISC-based Alpha processor 
and Windows NT The Digital 


machine was more than two 
times faster than the SGI. Plus, 
the NT operating system allows 
accelerator cards to help com- 
plete rendering jobs even faster. 

Softimage 3D for Windows 
NT is a full-function 3-D anima- 
tion tool that enables artists to 
develop complex models with 
subtle expressive movements. 
The software offers capabilities 
that few people outside the field 
can understand: function 
curves, animation timelines, fast 
preview rendering, adaptive ray 
tracing, mental ray tracing, 
inverse kinematic 
chains, and lattice 
deformation (the tool 
used to make the dancing gaso- 
line pumps in a popular televi- 
sion commercial). It is these 
kinds of features that have been 



Softimage 3D for Windows 
KT may render SGI work- 
stations unnecessary for 
game developers. 


used to bring 

dinosaurs and ghosts to life in 
films like Jurassic Park and 
Casper, not to mention dozens 
of computer game characters. 

Most important for game 
developers is that the program 
offers eight different ways to do 
polygon reduction (lowering the 
number of polygons in an 
image to make it easier for a 
processor to draw, while saving 
as much detail as possible). 

In addition to the Netpower 
and Digital systems (which 
begin with a 266 MHz Alpha- 
driven EV 4.5 system at 
$18,495 with the NT software). 


‘ ' to use: Intergraph 
Computer Systems’ 
entry level Pentium Pro sys- 
tems which start at $15,500, 
bundled with the NT program 
and can be beefed up to having 
four processors. The advantage 
of the quad-processor solution 
is that two can be rendering 
in the background while the 
animator is working in the 
foreground without a perfor- 
mance hit. 

The bottom line: With less 
expensive 3-D tools and afford- 
able 3-D graphics accelerator 
cards, our anticipation of a 3-D 
graphics revolution in 1996 
seems more certain than ever. 
As they say in the animation 
biz, stay '‘toon'’ed. 


H 


ere’s a quick look at the hottest 
products on store shelves, as 


well as the ones which may not 
survive though the winter chill. 




NAVY STRIKE 

Haw Strike boasts an intriguing com- 
bination of strategy game and flight 
simulation. Neither can compete with 
stand-alone entries in their respective genres, 
but the combination is intriguing enough to 
warrant a look. The strategy module puts you 
in charge of a carrier tasked with defending 
America's interests in one of three theatres. 
You manage all air assets, including fighters, 
strike aircraft. 


patrols, allocating aircraft, weapons and way- 
points as you see fit. You can jump into the 
action and fly F-18, F-22N or AX “Dorito'' air- 
craft. Check it out if the strategy element 
appeals to you; if you just want to fly. you can 
find much better simulators. 

Empire. (301) 916-9303; IBM CD-ROM 
Reader Service: If 301 



AIR POWER 

There are few things worse 
than a promising game that ^ c 


turns out to be un-playable. 

The concept behind Air Power is great: A 
parallel world where a great war was fought 
in the 1930s using airship-launched fighter 
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On The ViRCE 
Of Something Good 


<■ CCAVslWReadcrsurv'cy showed thiit oiily2]x:ixx‘nt of PC giimcri; 

•, owned Pcnliiim maclaines. 'lliat iiLiniber jJiisscd 28 percent by mid- 1995, 


T here’s no doubt about it. The top 
item on most reai gamers' Christmas 
lists in 1996 is going to be a 3-D 
board. Once you've seen one of 
these in action, there’s just no going back to 
processor-driven pseudo 3-D; the difference in 
graphics speed and detail is 
simpiy remark- 



able. Chip and board manufactur- 
ers realize they have something 
hot on their hands, and they’re 
scrambling to gel cool products out in an 
effort to get their share of your dollars. 

The latest contestant in the upcoming 
Battle of the 3-D Chips is the ViRGE chip, 
from S3. Using what the company caiis its 
S3d architecture, the ViRGE (Video and 
Rendering Game Engine) chip sports a very 


competitive feature set: accelerated 3-D ren- 
dering, bi-linear filtering, MiP mapping 
(including tri-linear), transparency, and atmos- 
pheric fog. Z-buffering lets the chip-instead 
of your PC’s processor-handle the removal 
of surfaces that should be hidden 
from sight, and perspective correc- 
tion keeps objects and textures 
from warping. 

But perhaps the biggest ace 
in S3’s hand is ViRGE’s pin- 
compatibility with the com- 
pany’s popular Trio64V-i- 
2-D accelerator chip. 
Companies don’t need to 
redesign their existing 
Trio64V-i- based graphics 
Makers of graphic accelerator cards may 
have the urge to use the ViRGE chip, since 
it’s compatible with their existing boards. 


boards to use the chip-just update the 
board’s BIOS ROM and include the ViRGE 
instead. The ViRGE can also be used on 
motherboard-based graphics subsystems. 

Look for the ViRGE to hit the market around 
late February on boards in the $200 to $350 
range: a high-end ViRGE/VX will follow, offer- 
ing even greater 3-D acceleration. 



PLAYING LAI 

rELY?;| 

H 

ere are the games 

tirtifr (allnut nJnir. 1 

■ 
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planes. Take a little strategy and diplomacy and add 
some unique flight simulation action, and you have a 
real winner, right? Wrong. After hours of trying, we 
couldn’t get SVGA support to work on any of three 
PCs. Once we did get the game running in VGA, mi 
discovered planes that handled like pigs on a 
Pentium, and possibly the worst cockpit view in flight 
Sim history-the instrument panel obscures three- 
fourths of the screen. Great idea, very creative graph- 
ics, but a terrible implementation. 

Mindscape, (415) 897-9900; IBM CD-ROM 
Reader Sen/ice: §302 



TANG CHI 

Tang Chi, a delightful puzzle 


game from Capcom, consists w ' 

t ^ 


of seven geometric shapes that 
arrange into an incredible assortment of shapes, 
from an apple to a shark— not to overlook the origi- 


ers are blowing the most 
time with. Let us know 
which game you’ve been 
playing the most by writing the name of your cur- 
rent addiction in the “Playing Lately?" blank of the 
CGW Top 100 ballot. 


Steel Panthers (SSI) 


2 . 


Command & Conquer 

(Virgin/Westwood Studios) 


8 . 

10 . 


Crusader: No Remorse (Origin) 
Mechwarrior 2 (Activision) 
Stonekeep (Interplay) 

Heroes of Might and Magic 

(New World Computing) 

HexenrBeyond Heretic (Raven) 
Wing Commander III(' 
Panzer General (SSI 
Caesar II (Sierra) 


on the desk-top for a quick diversion during work. 
Capcom (408) 774-0400: Mac or PC CD-ROM 
486/33 

Reader Service: #303 


pieces on a palette. Upon successful completion of 
each puzzle (50 in all), you are rewarded with an ani- 
mafion originating from the shape you’ve just built. 
The game is challenging and forces you to view the 
simplistic, familiar shapes and their interrelation in a 
new perspective. You’re given a total of 10 hinfs-but 
don’t use them too soon. The variety of shapes, 
ergo, the number of puzzles (50) is astonishing. The 
game is very addicting and surprisingly soothing, 
considering the ever-present timer. The only notice- 
able flaw was that it couldn’t be a permanent fixture 




WARCRAFT II 

warcraft II— one of Ihe most 
eagerly anticipated sequels of Ihe 
year-is finally here. The original 
Warcraft, with its fantasy setting and 
DutjE ll-like engine, was an instant hit. It improved 
upon Dune I! with the advent of rescue missions, sur- 
gical strike missions and memorable troops, all of 
which made Warcraft a great strategy game. 
Warcraf II. if you can believe it, is even better. 

Joining the humans and ores now are ogres, trolls, 
dwarves, and elves. And the battle has moved to the 
air and sea, with dragon and gryphon aerial troops, 
massive ocean-going Elven destroyers, and Ogre jug- 
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Mafjic Cari^et Plus 

Rilhl to ri'slon' mi/tiis lluil luim 
kw /nwihiliikil hy iiiUisIrolihk 
milk. Willi (iiiiiizhuj 31) 

(dll/ (irui(/c-i/k‘ iicl/o/i, 
yoiirMiitjk Irow Iklllroij, 


Hi^ht Unlimited 

This iiicrniililr flkhl siiiiuhilor jrom , 
Lookillt/ CillISS 7c’c/j)!0l()^/t'5, /lie. 
/tviliircs 31), It’x/iirt’ »ifi/»/u'</ steiifry 
(im/ Jlyiiiij molion so rpdi you'll iiitiiil 
lo fiislai your sivd lif/j for lukeoff. 


lUifty LTI) Hie- C.u-aiivc I jlu lii/jo n .iicuisiored iiaApwftaiifl 31) lilositranil ilw hoirnci Hl.iftt'f'compatihild' 


: of (.rvaiiw Tcclmiilof^ I .T1 ) lnt|iiiricv:'!'ax Hack 

■■ V . • - 'V ' 4 ' * 4 ■ 


Tired of games that play in slow motion? Tired of pixels 
the size of boulders? Tired of 8-bit cartoon colors? 

Get 3D Blaster"! It will blast you with full color, hi-res, 
3D graphics that fly across your screen at light speed. 


Plus, it's bundled with five killer 3D games designed for 
3D Blaster. And that's not all. Watch the shelves for an 
avalanche of certified Blaster compatible titles. 

3D Blaster was born to run on Windows"'95, Windows 


The Ultimate 3D ( 


We've Included these 
Fire Next Generation 
* 3D frames desif^ned 
specifically for 3D Blaster. 


Rebel jVloon ' 

Dcfciul your stole lulniiisl iiUacks 
from enemy Joyces. Hebei Moon Jrom 
fenris Wolf ilelincn sUinnhuj sci-Ji 
i/iime ploy iklh 31) ejjcds thot 
come III you Jrom oil i{ircdms. 
Eyclusioely oii 30 l.ihisler. 





amingJExperience 


trami rx/»rric/icf 
Hudiiul, hitmftcr to 


creAtiv 


•l08-<28-2i89,.W^Id Widtf'^PHliupy/www.c naf.tom, Ci 


3. 1 and DOS systems. And it's Plug n Play compatible. 

Tired of being left behind? Then upgrade your 486 
VL-bus PC with 3D Blaster, the standard in 3D PC. 
From Creative Labs, the makers of Sound Blaster. 


Circle Reader Service ti78 





^Corporate Killjoys 
Develop Software 
To Kill Games Dead 

You knew somebody was going 
to try it someday, A new program 
named Ungame for Windows has 
been developed by Southern- 
California-based DVD Software to 
wipe out games on user's hard dri- 
ves, According to DVD, businesses 
across theU,S, are losing up to 
$50 billion a year as a result of 
reduced productivity, it’s currently 
combating bundled Windows 
games (such as Minesweep and 
Solitare) at the Mississippi Workers 
Compensation Commission, where 
the Systems Analyst says, "It's not 
a Gestapo tactic.,,” She comment- 
ed further that, “ ...our productivity 
levels are not monitered. Perhaps 
they [the employeesi are smoking 
more instead,” 

Ungame removes up to 3,100 
games from personal computers- 
LANs not excepted. Hopefully the 
higher productivity will more than 
make up for new tosses in absen- 
teeism, nicotine abuse, and therapy 
for computer game v/ithdrawai. 


Modem Composers Use AMD's 
New InterWave Technology 


Chipmaker Signs Three OEM Partners For Affordable 
Wavetable Sound 


an 

Hammer 
(compos- 
er of the 
Miami 
Vice 
theme), 
and rock 
musicians Thomas Dolby and 
Keith Emerson have joined 
forces with chipmaker AMD to 
show off the capability of 
AMD’s InterWave sound chip. 
The sound processor will be 
used as the primary wavetable 
synthesizer chip on three 


upcoming PC-peripherai 
cards from different manufac- 
turers. The 32-voice stereo 
processor will be featured on 
two PC-audio sound cards 
from Reveal, two cards from 
STB Systems (the ActionTV 
television tuner adapter card 
and the Sound Rage32 3D 
sound card), and a new 
Advanced Gravis sound card. 
The sound is marvelous and 
gamers who purchase the 
magazine with the Computer 
Gaming World Extra CD-ROM 
will be able to judge for them- 




Thomas Dolby, 
one of the fea- 
tured artists on 
Free Wave Jam 
by Interwave 


selves. AMD 
commissioned 
Hammer, Emerson 
and Dolby to 
compose 
songs 
which 
would 
demon- 
strate the versatility of the chip. 
On our CD, AMD has provided 
us with taped soundtracks of 
those pieces which went direct- 
ly from chip to DAT. 


Head-to-Head Combat Coming to a Modem Near You 

Creative Cibs has released its new Modem Blaster 28.8 DSVD, a hands-fiec sjjcakcr plioiie and communications software 
tliat allows simultaneous voice and data transfer. All you need is a microphone and a sj^eaker, and you’re read}' to [jlay head- 
to-head games while tonnenting your opponent with a verbal Ixirragc as you blast him out of existence. Built for Window's 95, 
the unit comes bundled w'ith software that supports all major on-line services, 'lire Modem Blaster should be available by 
the time you read tliis, at an estimated street jxice of S250, 



gernauts. Like 
Warcraft, your 
objective is to 
harvest 

resources, build 
structures, pro- 
duce troops, and 
go out there and give your enemy hell.. 

In Warcraft II, humans have been driven from 
their homeland of Azeroth. Their defense and 
cause have been commandeered by the king of 
Lordaeron and the Elves and Dwarves of the 
Northern regions. Play as the humans and beat 
back the tide of ore aggression to reclaim your 
homeland, or be the ores and stamp out the 
final pathetic vestiges of human resistance. 
Blizzard Entertainment; (800) 953-SNOW 



IBM 486/33 CD 
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THEXDER 

Thexder isaWin95-onIy 
update of the IBM/Com- 
modore 64 game. Action ^ 
remains limited to blowing up various enemies 
and hazards Thexder encounters while navigat- 
ing around the 50 sideways-scrolling levels. 
Thexder's arsenal and ability to morph into 
crawling and flying forms increases as you 
advance through the game. New additions 
include cinematic interludes, modem and net- 
[ workcapa- 



player to customize Thexder's multiple game 
windows. Thexder is the latest example ol the 
trend to resurrect vintage arcade and computer 
games, like Hollywood mines old movies and 
TV shows, it might be prudent, though, to dis- 
cern whether the original product is a 
Casablanca or a Heaven's Gate. 

Sierra On-Line (800) 757-7707 
IBM CD ftOM 
Reader Service: #305 


SHIVERS 

You’ve been left by your 
friends, shmucks that 
they are, to spend the 
night in an abandoned ^ 
museum and unravel the mystery of its missing 
founder, eccentric Professor Windlenot. Escape 
is possible only after you capture the 10 evil 



Domark Plays Let’s Make A Deal 

Sim/Actlon Game Publisher Expands Its Team 
By Acquiring Three Other Software Companies 


So, You Want 
To Be A Game 
Designer? 


T here is a school devoted specifi- 
cally to train you in the tech- 
niques. DigiPen, (Vancouver, BC, 
604-682-0300), offers a two-year 
program using the latest equip- 
ment from Nintendo. If it sounds 
great, beware. Attendance is mandatory, six days a 
week, 13 hours a day. Still, gamers are waiting in 
line for admittance-a five-year line to be exact. 
Then there is the Tanner alternative... 

Imagine, you’ve always wanted to be a game 
designer, yet programming languages such as 
C-r-+ and BASIC were difficult to learn and timely 
to master. Then one day you see the Klik & Play 
design tool from euroPRESS (released in the U.S. 
by Maxis) and the solution seems obvious. You 



Shareware version of Tyler, level A. 


I ll a deal coiiciiiclcd in early IDeeeinber, 
Domark, Sinus, Big Red and tbidos com- 
bined forces lo add content to its reper- 
toire of simulation and action/adventure 

games, 

Wliile each company will continue to opcnite 
under its own name, the joint venture will apjiear 
viitli the holding company name of Pados P!c. 

TTie merger strengthens Domarks allience 
with its publishing partners, including TEN (Total 
Entertainment Network, designed specifically for 
computer gamers), ?D(), Sega , Apple and otli- 
ers, and broadens its des'clopment teams to pub- 
lish for a sariet)' of platfomis. 

Simis, known for its flight simulation products 
for the PC, hascontniefed with Domark in the 
past, beginning in 1989 with Mig 29. Big Red, 
also in coordination with Domark, has recently 



released Tank 
Commander 
and Big Red 
l^acing. Fades is 
a codec soft- 
ware developer, 
which promises 
to add qiialitj' 

FiVI\''tothe 
intros, outros 
and provide real-time gaming telephon)’ so \ou 
can see and taunt your oi>ponent from across the 
countiy- before annihilating him. 

/\lso joining Domark is ian Livingston, who 
will introduce a new' line of action adventure 
games based upon his (in conjuction with Steve 
Jackson) popular lughter P'antasy line of books 
]5ublished by Penguin Books. 


Domark’s Terracide is a sci-fi, first 
person combat game. 


'‘klik" around for few weeks and create a simple 
puzzle-strategy game you call Tyler. Next, you post 
it on CompuServe as a shareware game, ten levels 
for $10. Then a big-name computer game devel- 
oper comes along and buys the game, and, just to 
sweeten the scenario, hires you to develop more 
levels. 

Is this beginning to sound like a late-night 
infomercial, the type that offers lo throw in a set of 
Ginsu Knives if you act now? You might be think- 


ing, only in Hollywood, but it can happen. And 
happen it did-in Wichita, Kansas, 

After several months of negoliating, Phillip 
Tanner, 26, signed a game-development contract 
with Philips Multimedia to develop 30 more levels 
of the game. Philips plans to rewrite Tyler’s code 
and graphics to adapt the game to multiple plat- 
forms. When asked what he plans to do next. 
Tanner said he is always entertaining offers from 
the entertainers. 


Ixupi enti- 
ties who 
have 

taken con- 
trol of the 
museum. 
Even 
though 

this puzzle adventure bills itself as a game for 
teenagers, adults will enjoy the truly creepy atmos- 
phere, Though the numerous logic-based puzzles are 
not difficult, the story is somewhat unfocused, and 
the Ixupi, when they do appear, are almost laughably 
cartoonish. But overall. Shivers provides several 
hours of enjoyably chilling entertainment. 

Sierra On-Line. (800) 757-7707. 

IBM or Mac CD-ROM 
Reader Service: §306 


DEHOH DESTROYER 
CUHN 

The Demon Destroyer Gunn is 
one of the more ludicrous pieces 
of hardware we’ve seen. The idea 
seems cool enough; a controller, 
shaped like a gun, that can be used in shooter 
games. In reality it appears that someone’s trying to 
make a quick buck by embedding a miniature joy- 
stick in some cheap plastic, then charging an outra- 
geous price. The joystick is where a revolver’s ham- 
mer might be. Button one is the trigger and button 
two is on the 
gun's side. 
Playing 
Heretic, the 
little joystick 
controller 
proved diffi- 


cult to use with the thumb; it was easier to hold the 
gun with one hand and move the joystick with the 
other. The DDG isn’t directional: it's just a piece of 
badly molded plastic with a joystick in it, and even 
the joystick isn’t very good. 

Tac Systems, (205) 721-1976; IBM 
Reader Service: §307 

CIVNET 

CivNet. Just saying the name will 
whet the appetite of thirsty gamers. 

After years of waiting, the multi-player version of Sid 
Meier's Civilization has hit the computer. In 1991, 
Civilization revolutionized the empire-building genre. 
Nowhere else could you take the reins of any of a 
number of civilizations and lead them from the Stone 
Age to Space Flight. Beginning as a tiny band of set- 
tlers, you founded a city, managed it to its maximum 
potential, built additional settlers to colonize other 
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My Acer® Aspire'“ Desktop helps me stay active — I use it to keep 

Aspire. To Do More. 

up with old hiends as well as make new ones. For instance, I 



can get into online chat groups using its powerful 28.8kbps fax 


modem^ Teleconference with its integrated speaker- 




phone. And play the latest multimedia games using 
A few more things 

its five-speed CD-ROM^ drive, AuraSound™ 3-D 
/ can do with my Aspire: ‘ 

stereo speakers and accelerated graphics. Aspire is as easy to 
Use voice commands to open programs. 

use as it is powerful — I set it up in less than five minutes. And, 
Stay in touch with my grandchildren. 

it came preloaded with 50 software and reference titles. ACE, 
Write electronic checks, 

the Acer Computer Explorer, organizes all my software so I can 
Keep on lop of health issues. 

find whatever I want with a simple point and click. And with 
Keep my independence. 

Windows® 95, an Intel® Pentium® processor*, and 16MB of 
And flame my congressman via e-mail. 

memory*, Aspire has the power to help me manage my retirement 


plan myself. With Aspire, I get around better now than I ever did. 



Pentium* 


Designed for 



Windows*95 


For the location of the Acer Aspire dealer nearest you, call 
1-800-529-ACER. Or visit us on the World Wide Web at 
http:lfwww.acer.comlaacl 


ON THE SHELF^ 



coveries that would propel you from the Slone 
Age and beyond. The only problem with 
Civilization was that it couldn’t be shared with 
others. But not anymore. Everything from the 
original is here, and then some; richer graphics, 
better Ai, and, of course, multiplayer options. 
You can play over modem, network, hotseat and 
the internet. Many of us are addicted to 
Civilization, and by the looks of it, we're iikeiy to 
revisit that addiction with CivNet. 

Microprose: (410) 771- 1151; IBM 4B6 CD 
Reader Service: §308 

ICEBREAKER 

The evil pyramids are out to 
get you in this woefully mun- ^ 
dane action/strategy game. Armed with a plas- 
ma blaster, you maneuver around the grid- 
shaped playing field trying to eradicate them. 
Pyramids have various degrees of intelligence, 
mobility, and specialized attributes which grow 
increasingly tricky as you advance through the 
150 levels. Options include a level grid with four 
. difficulty settings, 
j and a level builder 
for designing your 
- i own challenges. 

Despite the 

^ game’s apparent 
diversity, though, 
clearing a field of pyramids soon becomes no 
more interesting than mowing the lawn, 

20lh Century Home EntertainmenMagnet 
Interactive (800) 0996-0011; IBM\Mac CD 
Reader Service: §309 

ALLIED GENERAL 

Even after months of wait- 
ing, the new Windows 95 
shine hasn’t removed the 
glint from Patton's Army ^ 
boots. The Allies have a wonderful array of 
equipment; then again, they have to face 
Tiger tanks... The AI is even tougher than in 
Panzer General, and the campaigns have 
variety and depth-especially the Soviet front, 
where you get kicked alt over Mother Russia 




by the Wehrmacht at its operational peak, 
before getting a chance to turn the tables. 
Keep a stiff upper lip: once you get accus- 
tomed to the multi-windowed interface, you'll 
be blitzing toward Berlin from both East and 
West. 

SSI; (800) 245-4525; Win 3. 1 & Win ‘95 
Reader Service: §310 

F-16 COHBATSTICK 

The CH FlightStick Pro has 
always been one of our favorite ^ 
controllers, but the huge handle 
made button access difficult. The 
company’s new F-16 joystick series addresses 
this nicely, with reasonably sized handles and 
three slick models to meet the needs of the 
casual to the fanatical. Two four-way 
switches and six buttons give lots 
ol control possibilities; an analog 
throttle wheel sits beside the 
slick. The CombatStick 
isn’t programmable unless 
used in conjunction with 
the CH Pro Throttle; the upcoming 
FighterStick will be. Sturdy, smooth, compatible 
and comfortable-you can’t ask for much more 
than that. 

CH Products, (619) 598-2518; IBM CD-ROM 
Reader Service: §311 

PO SWAT 

If you remember S.W.A.T. as a 
70s action adventure show with ^ - 
a catchy theme song, you proba- 
bly also know that these guys are the big boys 
L.A.P.D. calls in when a “situation” gets tough. 
Now you can play a part in a Police Quest game 
unlike any other. From the painfully long gun 
training sequences to in-the-field missions, 
you'll be a part 
of the Special 
Weapons and 
Tactics team. 

Succesfully 
complete the 




first two missions (you can choose your role) 
and you're Element Leader for the third, it’s too 
early to tell, but S.W.A.T may be too in-depth for 
some gamers-there’s a lot of stuff to keep 
track of. Plus, they forgot the catchy theme 
song. 

Sierra. (800) 757-7707; PC CD-ROM 
Reader Service: §312 

SHANNARA 

Award-winning adventure game r 
designers Lori and Corey Cole 
(Quest for Glory) have turned their 
attention to the universe of novelist Terry Brooks 
and the graphic adventure style of Legend 
Entertainment. Not surprisingly, Shannara has 
the charm and humor of a Legend game, the 
hybrid style of role-playing and graphic adven- 
tures (a Cole first), a sense of urgency in puzzle- 
solving, and the familiar backdrop described in 
Brooks' two series of novels. The story takes 
place within a temporal gap in the Brooks time- 
I line, filling in 



initial puzzles that launch them into the flow of 
the game before things get really tricky. 

Legend Entertainment (c/o RandomSolt (800) 
788-8815): IBM with VESA compatibie 
SVGA and CD-ROM 
Reader Service: §313. 

THE TERMINATOR 
FUTURE SHOCK 

Walking through the dilapidated 
city in this action game will raise W' 
hairs on the back of your neck. ^ 
Corpses and sundry body parts are liberally 
strewn amid the rubble, crumbling hallways, and 
overturned automobiles. In Future Shock you’re 
an agent dodging a cadre of flying, walking, and 
hovering robots to run missions for the human 
resistance. Bethesda Softworks' first-person 
game engine features freedom of upper-body 
movement, a fully rotating 3-D automap, and 
vehicles to fly and drive. Completing missions is 
tricky— you must follow directions and use tools 
economically to survive, 

Bethesda Softworks, (301) 963-2002; IBM CD 
Reader Service: §314 
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visit your retailer for a free demo or download the Areade America promo from the Web (www.7thlevel.eom) in AOL, MSN. 
CompuServe or Prodigy use SCVINTH. For more information or to place an order, call t •800SS4-8S63, ext. 176. 
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You just entered 


Want in your face, Mach-speed, pulse-pounding realism, 
that'll leave you shaking in your space boots? Then brace 
yourself, as Diamond takes gaming to the edge with a new 3D 
multimedia accelerator designed for Windows'95. The Diamond 

EDGE' 3D makes 
game play fully 
immersive and 
totally interactive. 
With real-time, 
jaw-dropping 3D 
and 2D photo- 
realistic graphics, 
a thundering 

wavetable audio engine, vicious full-motion digital video, and 
an advanced digital game port, that will leave you running for 
cover. Plus, two Sega Saturn controller ports for multiplayer 


action. The Diamond 
EDGE 3D comes bundled 
with killer games and 
software including Virtua 

Fighter Remix, Interplay's Descent’": Destination Saturn, and 
NASCAR' Racing. The Diamond EDGE 3D gives you perspective 
corrected texture-mapped 3D images with the highest frame 
rates around. Plus a multitude of special effects for a gaming 
experience so real you'll smell the detonation. With true 
Plug-and-Play, a 5-year warranty, 24-hour fax-on-demand, 
and online support services, you'll have a few less things 
to fear. So, if you're ready for the ultimate 
challenge contact Diamond at 
http://www.diamondmm.com 
today. We'll take you as far as 
you're willing to go. 


• Designed for Windows' 95 

• Real-time 3D graphics with quadratic curved surfaces 

• Rendering performance up to 12 million texels/second 

• Fast 2D graphics and Windows acceleration 

• Digital gameport and 2 Sega Saturn compatible game pad ports 

• Full-motion digital video, with software MPEG-1 

• Hardware wavetable audio, 32 voices 

• Up to 2MB DRAM, up to 4MB VRAM 

• Resolutions up to 1600 x 1200 

• Supports up to 1 billion colors 

• Vertical refresh rates up to 120Hz 

• PCI-bus 




24-Hour Fax-On-Demard: 1-800-380-0030 1-800-4-MULTIMEDIA 


!:199S Diamond Mullimtdia Systems, Inc., 2880 Junction Avenue, San Jose, CA 95134-1922. Sega is a registered trademark and Virtua Fighter Remix is a trademark of Sega. :1995. NASCAR Racing is offcially licensed by NASCAR.. 

EDGE is a registered trademark of Edge Interactive Media, Inc. and is used under license. All trademarks and registered trademarks are the property of their respective holders. Diamond reserves the right to change specif cations without notice. 
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Virtua Fighter Remix 
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NASCAR Racing 
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Aflerllle 


CAHE TRACK 


A 


SIGHTINGS 


H ere’s an early look at the space invaders that will be vying for I away, and they aren't even playable yet, but at least you can see 
room on your hard drive. Some of these games are still months I what they look like, and get an idea what their intentions are. 





Orion Burger 

S anctuary Woods’ ani- 
mated comedy adven- 
ture Orion Burger is 
named after an inter- 
galactic fast food chain 


v^here earthiings comprise 
the tasty protein patties. 
However, the cosmic ERA 
demands that humans be 
non-sentient before being 
turned into Patty meits, So, 


S SSI's Ag'e.of Rifles is one of 
the most 'accessible 
wargames we’ve seen yet, 
Although it's too early to see 
the campaign of judge the A!, the 
included scenarios, the premise 
and the engine look solid. For new 
wargamers, there are quick com- 
bat reports, as weli as a bar on the 
bottom of the screen with quick 
hints on how to manipulate the 
massive amount of information 
and troops in each-game. Look for 


Age of Rifles to hit the stores in the 
Summer, but if you want to play it 
sooner, we'ii have a demo of the game 
on our March CG-ROM. 


you are subjected to wacky 
IQ tests rigged to make you 
look like mutton, while an 
invasion of alien cretins dis- 
rupts your home life. 

Orion Burger wiii feature 
high-res graphics, hand- 
drawn cel animation, and 
professional voice actors. 

F-16 Fighting 
Falcon 

D espite hype you may 
have already heard 
about the sim, it turns 
out that F-16 Fighting 


Falcon, the upcoming simu- 
lation effort from Digital 
Integration and Interactive 
Magic, has been delayed 
until the third quarter of this 
year. Dl is revamping this 
realistic F-16 simulation to 
include modern texture- 
mapped graphics. After see- 
ing Tornado— a superb sim 
lacking only in the graphics 
department— flounder in the 
US market, this may not be 
a bad idea. 


Galapagos 

T here is artificial 
life afterall. 

Galapagos (by 
Anark) is a 3-D 
texture mapped world 
with dangerous and 
deadly obstacles, and 
it’s your job to guide 
Mendel, the main 
character, through 
them. Mendel is an 
artificial life form 

which adapts and 
learns quickly, 
through positive 
and negative feed- 
back, much like a 
dog. However, 
Mendel has a 
mind of his own 
and may express 


many different reactions to 
the same stimulus. Look for 
Galapagos first on the Mac 
in late spring, to be followed 
by the PC version in the 
summer. 

Quake 

E veryone wants to know 
the same thing about 
Quake: When is it going 
to ship? Not anytime 
soon, according to our 


sources. The guys at id 
Software have always insist- 
ed that it would ship “when 
it was ready," and they’re 
sticking to their words. But 
we’re betting Quake will 
probably “be ready” some- 
time in the middle of the 
spring. Hopefully, 


I ucasArts’ first foray into 
strategy games is a novel 
concept: the rule of heaven 
and hell. Afterlife, which 
owes much of its interface to 
SimCity, sees you as the custo- 
dian of the afterlife, You build 


structures and manage the two 
planes just as they were cities in 
similar strategy games, except this 
time, your citizens are dearly depart- 
ed souls. In addition to making their 
eternal rest satisfying, you must 
also manage the caretakers of your 



realms-angels and demons-and 
shepherd certain souls toward rein- 
carnation. Arerlife’s heavy dose of 
puns (you’ll cringe at the literal Bat 
Out Of Hell) and its unique concept 
should be enough to pique the 
interest of SiMCiTv-fans, 
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Hands On 


T hese are the games in development we’ve actually spent some I in the Pipeline, and they are complete enough to actually tell how 
time playing. They represent some of the most interesting titles ! they’re going to play. Some of these games will soon be released. 


^Touche'— The Adventures 
of the 5th Musketeer 


A nyone 
expect- 
ing this 
graphic 
adven- 
ture 

from U.S. Gold to pay tribute 
to anything but the most basic 
elements of Alexandre Dumas’ 
The Three Musketeers or Ten 
)^ars Later should look else- 
where. The era of Cardinal 
Richeliu and the glory associ- 
ated with the sworn rivals of 
the elite Cardinal’s Guard pro- 
vide but a backdrop for the 


comedic swashbuckling in this 
game. The game’s animation 
is reminiscent of LucasArts’ 
classic The Secret of Monkey 
Island (TSOMI), since the 
sword fights are done mainiy 
for laughs and do not require 
any actual reflexes. Yet. 

Touche' offers nothing as 
clever as the dueling diction of 
the insult interface in TSOMI, 
and the voice-acting, though 
most Americans think any 
schtick performed with a 
British accent is de facto hilar- 
ious, is distracting. After all, if 
the game is supposed to take 
place in France, we would 


expect French accenfs~not 
every British accent from rural 
Cockney to Manchester street 
tough. Still, the game affords 
some clever puzzles, a simple 
interface, and more than a few 
laughs for those who do not 
wince at the sophomoric 
humor and wonder at what a 
more compelling implementa- 
tion of swashbuckling lore 
might be. 

-Johnny L Wilson 
U.S. Gold (415) 693-0297 

PC CD-ROM 


►CRY.SYS 

I t's the end of the 
world and you know 
it, so a group of sur- 
vivors tuck them- 
selves in for a little 
cryogenic nap. figur- 
ing they’ll snooze until the 
earth is a happy, habitable 
place again. Unfortunately, the 
Artificial Intelligence they use 
has a few defects, and when 
it’s time to wake up, only two 
people-a man and a 
woman-are alive. That's bad. 
What’s worse is that the 
woman is alive, but is being 


held hostage in the corrupted 
Al's virtual wargame. Since you 
can’t re-populate the earth 
alone, you have no 
choice but to use one 
of 10 Herobots and 
go in after her. 

That's the imaginative 
story line of CRY.SYS, 

Sierra’s new action 
game. Combining 
elements from clas- 
sic arcade games 
with sophisticated 3- 
D graphics and tons 
of fun, CRY.SYS 
harks back to the simpler, 
entertaining days of computer 
gaming. An isometric playing 
field, similar to Crusaoer: No 
Remorse, but reminding us 
more of Gauntlet (remember 
that one?), is the virtual battle- 
field, where you’ll have to navi- 
gate seven virtual worlds, each 
consisting of nine different lev- 
els and lots of bad guys. 

As you progress and find the 
numerous power-ups through- 
out the game, your Herobots’ 
(each one has particular 
strengths, weaknesses and spe- 
cial attacks) attributes improve 
and they’ll acquire better, more 
powerful weapons. Take hits 
and your Herobot reflects the 
damage by losing the ability to 
move in certain directions and 
to fire. 

The controls are keyboard- 
and mouse-based, and will 
hopefully be configurable, 
if all this isn’t enough, the 
World Fabricator will easily let 
you build your own levels, and 
Net Play will let you go head-to- 
head with your friends, 

—George Jones 


Sierra On-Line, Inc,, (206)649- 
9800 

PC and Mac CD-ROM 


^Chaos Overlord 

he future in 
Chaos 
Overlord 
looks awful- 
ly familiar. 
The world 

has been united under a single 
government that has squashed 
all individuality and challenge. 
Life is complacent and dark, so 
a new breed of warlords has 
emerged to make a better life 
for themselves. These men and 
women descend into the 
oppressed cities and create 
havoc; and from that havoc 
seize all power and gain control 
of the city. In short, this 
premise looks like Blade 
Runner with gang warfare. 
Chaos Overlord, from New 
World Computing, is a network- 
able strategy title where you, as 
a gang lord, impose your own 
order on the dark world. Rival 
gang leaders oppose you, and 
as in other strategy games, you 
must eliminate them and take 
their territory. Up to six players 
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can try their hand at ruling the underside 
of town, where gameplay involves 
researching new lethal weapons and 
accessories in order to extort the local 
businesses for money. Once you terror- 
ize all the citizens you move to the next 
sector of town for more. 

Although the interface is supposed to 
be easy to learn, at times if can be con- 
fusing. It’s not that the com- 
mands aren't easily accessi- 
ble. it’s that you don’t really 
know what they do. Also, there 
is a lot of information to 
process in order to get any 
kind of handle on the game, 
and unfortunately, it isn’t pre- 
sented very clearly. Hopefully, 
proper documentation will alle- 
viate some of these problems, 

-Elliott Chin 

New World Computing (818 )889-5600 

Mac/Win 95 CD-ROM 


^NCAA Championship 
Basketbaii 

ith the excep- 
tion of 
Electronic 
Arts’ NBA Live 
95 title, com- 
puter basket- 
ball simulation is a contradiction in and 
of itself, particularly in the college ranks. 
Bethesda made some inroads with its 
NCAA: Final Four titles, but fell a bit 
short. Now, GTE Interactive is developing 
a promising college basketball title, 


NCAA Championship Basketball, It stars 
64 authentic NCAA teams and will offer 
action modes and coaching modes in 
either exhibition games or a real-life 
NCAA Tournament. 

The graphics are pretty slick-the bas- 
ketball court looks more lifelike than any 
ofher hoops game we’ve seen. And 
while the motion-captured players look 
nice, their limited animations could use 
a little more fleshing out. Gameplay will 
be a little slower-paced than, say, NBA 
LivE-the designers must favor Rollie 
Massimino’s Villanova stall game-but 
once the play balancing has been 
tweaked (balls were still bouncing 15 feet 
off the rim on missed lay-ups), NCAA 
should be a lot of fun. Just being able to 
play college ball will make some fans 
happy. 

The feature that fascinates us most, 
however, is the one thing no other bas- 


ketball game, or any sports game for that 
matter, has dealt with; college players 
get older and graduate. GTE is attempt- 
ing to integrate a model where players 
play for four years (or less), graduate, 
and are replaced by recruited freshman. 
Although implementing the actual 
recruiting process may be tough (NCAA 
tycoon?), giving college players careers, 
a la the Front Page Sports games, is a 
great idea. 

It's still about a month and a half off 
(GTE is promising to finish the game by 
March Madness), but we can’t wait to 
see if NCAA Championship Basketball 
will be a real player. 

-George Jones 
GTE Interactive (619) 431-8801 

PC CD-ROM 




■■stimated release dates based on the 

E latest information from developers. 


Age of Rifles SSI 

2/96 

Alexagdet the Great SSI 

3/96 

Allen Trilogy Acclaim 

4/96 

All-American College Football '95 

Micro Sports 

2/96 

Callahan's Saloon Legend 

Spring 96 

Chaos Overloril New World 

' ‘ 01/96 

Chessmaster 5000 Mindscape 

4/96 

Congoest of New World interplay 2/96 

CRY.SIS Sierra 

2/96 

Daggerfall Bethesda 

Q1/96 

Dungeon Keeper Bullfrog/EA 

2/96 

Earthslege It Sierra 

3/96 

Fantasy General SSI 

3/96 

Guardians of Destiny Virgin 

02/96 

History of the World Avalon Hill 

8/96 

Invulnerables Bullfrog/EA 

Summer 96 

Magic of Xanlh Legend 

Fall 96 

Magfc the Gathering 


MicroProse 

Spring '96 

Master of Orion 2: Gallia of Antares 

MicroProse 

Spring ’96 

MegaRace 2 Mindscape 

4/96 

Metal Lords New World 

3/96 

Monty Python & Holy Grail 


7th Level 

02/96 

NCAA Championship Basketball 

GTE Interactive 

3/96 

Over the Reich Avalon Hill 

5/96 

Pax Imperla II Blizzard 

01/96 

Panzerblilz Avalon Hill 

3/96 

Realms ot Arhania 3 Sir Tech 

3/96 

Reluro to Krondor 7th Level 

6/96 

Ripper Take 2 

Spring 96 

Rise II; Resurrection Acclaim 

2/96 

Sid Meier's Civilizalion 2D00 


MicroProse 

Spring '96 

Space Bucks Impressions/Sierra 

2/96 

Spycraft Activision 

2/96 

Star Fleet Academy Interplay 

Summer 96 

Soper Heroes MicroProse 

Spring '96 

Terra Nova virgin 

3/96 

The Last Blltzhrleg SSG 

Q1/96 

Theme Hospflal Bullfrog/EA 

4/96 

Third Reich Avalon Hill 

6/96 

Touche U.S. Gold 

3/96 

X-Com 3: The Apocalypse 


MicroProse 

Fall 96 

wing Commander IV Origin 

2/96 

Wizardry Gold Sir Tech 

3/96 
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Available for PC and Macintosh® on CD-ROM 


A Mysterious Murder. 

A Doomed Planet. 

An Angry Alien, 
r ^ Welcome to 


A. powerful plaspia 
’ storm has rocked 
Space. Station 
. De^ Space Nine'". 

As a Tirrion 
envoy for the 
Federation, you 
join forces with 
Sisko. Quark and 
the Deep Space 
.Nine crew in a 
fierce struggle to 
save th€ Deep 
Space Nine Space 
Y Station. -From a 

\ startling first-person 

K ' perspective. yo‘C| eng^e 
in 3-D battles with 
deadly drones, and solve a 
. Deep Space Nine Space 
Station murder to prevent an 
alien race from destroying a 
.Federation-Allied planet. 


May the prophets walk with you. 


VIACOM 

neuimeDm.. 


To order, visit your nearest retailer or call l-80'0-469-SS39. Uil 
Visit our web site: http://www.viacomnewmedia.coni I ""™ , 

Call B0077I-377S for Information on game rating. 

linger TM &<S I99S Paramount Pictures. All Rights Reserved. STAh TRSK and Related Marks are Trademarks of Paramount Pictures. 

Came Design and Software Code 1995 Viacom International Inc All Rights Reserved. 
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mojo 


YOUR JOURNEY BEGINS... 

^ , . . , j j , * AVAILABLE NOWI 

9 Inside a strange and desolate 
building - a place where souls are 
lost or found, you have the perfect 

plan for escape. But there is no such . k ' .^,7^ < 

thing as a perfect plan.... t V 

Bad Mojo" sends you into a world " J 

of eerie darkness... as a cockroach 

What you discover may shock you. ^ u 

What you don’t may kill you. Either ./ 

way you won’t come out the same. "" Ov 4 > jw' 

You may not even come out as a 

Stunning 3D-rendered environments, 7 

beautiful photo-realistic imagery, an 
original score soundtrack, and over 
thirty-five minutes of live-action 
video pull you into the mysterious 

and gritty atmosphere of Bad Mojo. Dijiribuied by 

Call Pulse at 310.264.5579 Jt^loim 

http://www.badmqjo.com ■ '■ '• 

01995 Pulse Enterloinmenl, Inc. Bad Mojo l> a Irodemaik of Pulse Enterlalnmenl. Acclaim Is a regislaiod tiademoik of Acclaim 
Enteitoinment, Inc. Windows Is a registoied tiademaik ol Miciosoll. Macinlosh is a legislered liademoik ol Apple Compulei, in 
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A CD-ROM 

interactive adventure 
for Windows® 
and Macintosh? 


Developed by 




[tllllllllll 


System ^aquire^ents:- 
'IS'Wcijpiiiabble 486-25 
yf or bettec :8W!B RAM, 5 
MB HD’space, SVGA 
’ with 256 colors. 2x CD-> 
%■■■■■'' ROM-or.lirgfiBt;- 
k? Windows 3.1 or 
■ Windows 95: supports 
most maior sound 
cards. 
H of Players; 1 
Protection: None (CD 
must be in drive) 
Designer; Jane Jensen 
Publisher; Sierra On- 
Line, Inc. 

Bellevue, WA 98007 
(800) 757-7707 
Reader Service: H320 




Knight of 
Diamonds 

Gabriel Knight 2’s Blend of Suspense And The Supernatural 
Is A Full House For Gamers 


by Johnny L. Wilson 



K hen I saw the initial Gabriel Knight game, I 
J raved about it as ‘'...an exceptional blend of 
art, game and understanding." Gabriel Knight 
2: The Beast Within is even more so. The 
story is fascinating, the writing is deft, the 
acting is well above the computer game 
norm, and the soundtrack is near perfect. 
Those who have never experienced a Gabriel 
Knight adventure will need to know that Gabriel, the protago- 
nist, is a bookstore owner from New Orleans. In the first game, 
he is a wannabe novelist who, with assistance from his female 
associate Grace, ends up solving a series of voodoo murders 
and writing a bestselling novel based on his efforts. The game's 
story was a study in contrasts: light vs. darkness, black vs. 
white, logic vs. the supernatural, and dream sequences vs, real- 
ity. By the end of the story, Gabriel becomes a schatlenjaeger, a 
hunter of the supernatural. With its sophisticated handling of 
psychological archetypes and titillating use of the supernatural, 
the original game was as much a work of interactive literature 
as it was a game. 

Gabriel Knight 2: The Beast Within (GK2) takes the quality up 
another notch. This time, the schatlenjaeger has taken up resi- 
dence in the family castle in Germany and, as a result of his 
mystical responsibilities, must solve a case which borders sus- 
piciously on lycanthropic behavior. It maintains the sophisticat- 
ed dream sequences which foreshadowed both danger, solu- 
tions and inner turmoil in the first game, as well as a well- 
defined symbology. St. George continues to hold the place of 
light in GK2, and there is an interesting interplay between the 
swan and the wolf. By the time the adventure is through, 
gamers will have linked Ludwig II of Bavaria, Richard Wagner 
and a few historical liberties in a most remarkable plot. 

GK2 also provides more balance between the principal char- 
acters. In the original, Gabriel’s associate Grace is definitely a 
supporting character. In GK2, she has equal weight with 
Gabriel, allowing gamers to view the story from more than one 
perspective-more story and movie than traditional game. 

The new game retains the style of clever dialogue used in the 



t wo 1ST ME? Grace, Gabriel’s assistant, takes a much more 
aggressive role in GK2. In this standard interface shot, she inter- 
views a city official. 

original. Sometimes, this is handled as throwaway humor and 
sometimes with profound foreshadowing. I was amused when a 
fireplace was described as adequate for the big bad wolf to 
come down in a story about werewolves, but I particularly liked 
the way Gabriel would allude to the case with double-entendres. 
When a Hunt Club member asks Gabriel if he hunts, he quietly 
responds, "! hunt. I hunt all the time.” Another time a suspect 
complains to Gabriel that. “No matter how much I spray them 
down, they still stink." Gabriel retorts, "Yeah, I guess some 
creatures are like that." These are very nice touches within the 
context. Some of Grace’s lines seem unnaturally testy at first, 
but as noted later in this review, it actually works. 

The first adventure offered high production values in sound 
and music. In GK2. Composer Robert Holmes and his col- 
leagues raise the bar further by using the operatic style made 
famous by John Williams in Star Wars (different theme music 
for each character) so that Gabriel’s theme has a heavy lugubri- 
ous counterpoint, Grace’s theme is a delicate and romantic 
melody blending piano and harp. Even such minor characters 
as a police inspector has a theme with a martial percussion. 
Certain locales like the Rittersberg church and the secret pas- 
sage also have their own themes. I also liked the delightful gui- 
tar version of "When The Saints Go Marching In" at the 





►wails from the crypt Grace encounters Gerrfa grieving at a local 
I ciypt. This moving scene shows how well the photographs and video 
I have been integrated in GK2. 


CHARACTER TRANSFORMATIONS 

From the start, the characters in the Gabriel Knight 
adventures have been characters with solid motivation 
and inner conllict. In GK2, the digitized performances 
make the characters even more believable. To be sure, 
some of the performances are "over the top" in a near- 
melodramatic perspective (Xavier, the Hunt Club door- 
man, and Mrs. Smith, the cliche-ridden demonologist 
from Pennsylvania, come to mind), but most of the per- 
formances are both credible and pleasing. As a cast, I 
think they offer the most even quality of performance. 
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^WAS 1ST DAS? When examining an item in inventory, such as 
I Grace's notebook shown here, you will get this close-up view. 

Marienplatz fountain during Chapters 1 (where author Jane 
Jensen makes her Hitchcockian cameo) and 3. 

METAPHOR METAMORPHOSIS 

The first game used the visual metaphor of a graphic novel (a 
book in the style of comic book art for mature readers) to unfold 
the story. The New Orleans settings and backgrounds looked a 
lot like what you would expect to see in a Dark Horse Comic. 
Players navigated from location to location using a tourist map 
interface where all the famous sites appear as colorful icons 
whenever the character learns of a clue. 

GK2 uses the film metaphor. Nathan and Dariou Gams have 
blended the photographic backgrounds and digitized video 
(using a chromakey or green screen process) almost seamless- 
ly, so that the whole look is significantly better than the video 
with rendered backgrounds of Phantasmagoria. Actors move in 
front of actual Bavarian locales with photographic resolution, 
and it is very effective. Players navigate from place to place 
using an actual mass transit map of Munich (for Gabriel) and a 


tourist map of Bavaria (for Grace) with active locations appear- 
ing as the characters learn about them. 

Best of all, the digitized film sequences don't get in the way 
of the game. A mouse click will let you bypass a sequence and. 
whenever a walker (the on-screen character moving through a 
scene) needs to traverse the entire screen (such as at the 
Marienplatz of Munich), there is a fast-forward icon that moves 
the character to the next virtual fork in the road. As tor the film 
sequences themselves, a variety of styles in close-ups and 
other camera angles are directed with flair by Will Binder and 
some sequences use an entirely different look. The posterized 
wolf's-eye view and the television camera view in Chapter 3 
were particularly effective in adding visual variety, as was the 
Francis Ford Coppota-esque opera staging of the final chapter. 

Another fresh look occurs when Grace investigates some 
castles. Not only can the player click on various objects and 
locations, but there is a button to click which plays a docent 
tape and allows the player to discover more about each sight. 
This adds to vocal variety so that players don’t always have to 
hear the character’s voice 
describing each object or 
locale. 

Frankly, the film clips are 
paced so well and spaced 
so effectively throughout the 
game that they often serve 
as mini-reward sequences. 

They are generally exciting 
enough to keep you pushing 
from puzzle to puzzle in 
order to see more and more 
of the story evolve. Unlike 
many games which utilize 
any sort of interactive movie 
technology, I found myself 
experiencing delight- 
ed anticipation 

rather than frustrating impatience whenever the hour- 
glass icon would signify that the program was calling up 
a film sequence. Of course, the fact that I could skip 
scenes I’d already seen enhanced that feeling that the 
film clips were rewards for a triumphant puzzle solver. 


LOVE STORY The paintings depicting Wagner's Tannhauser pro- 
vide additional clues to the mystery, and the Tour Tape button 
adds vocal variety to the harvesting of the clues. 
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“Better than U nde rw^orld® //. 



...way, way better 



I f you think you've experienced everything that first-person games have 
to offer, you haven't tried C/i^erA^oge: Darklighf Awakening. It's like 
stepping off the pages of a cyberpunk comic into a fantastic, 3-D world. 

CyberMage combines unparalleled visual realism in both VGA and SVGA 
with more weapons, more super-powers, and more places to explore than 
any other first-person game. 

In the thrilling CyberMage story, you are a novice superhero, the 
possessor of an alien Darklight Gem implant, trying to master your 
newfound powers and discover the secrets of your origin while on the run 
from your nemesis, the evil Darklight adept NeCrom. 




Shock"... 


than Doom 


TM >> 


— Strategy Plus Magazine 


You'll have to know friends from foes as you fight 
your way through labs, cities, battlefields, caves 
and mystical temples. Each new scene is like a 
whole new world. 

Drive tanks, pilot air cars, swim dangerous waters, 
blast oft on jump belts or venture on foot 
H. Take part in epic battles, or slip subtly behind enemy lines 
1 4 killer weapons and 8 devastating superpowers 
Compelling story line keeps pace with the action 
Includes the first issue of the CyberMoge comic book from 
the Eden Matrix Press'” 



http://www.ea.com/origin.html 
Available through Electronic Arts' 1.800.245.4525 
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Actual SVGA gameplay screen shots used. 




MAPPED METAPHORS The tourist map of Bavaria and the mass transit map of Munich provide the travel interfaces for 6K2. 


from Dean Erickson's Gabriel Knight through the lowest-ranking 
supporting character. 

To complement the characterization, GK2 offers plenty of dra- 
matic tension to bring the characters into focus. Grace is played 
to sardonic perfection by Joanne Takahashi. One quickly under- 
stands that her bitter view of the world is as much rage turned 
inward as it is rivalry with Gabriel and jealousy of Gerda. Of 
course, Kriminalkommisar Leber’s territorial protection of his 
professionalism and the hostile paranoia of von Zell, one of the 
Royal Bavarian Hunt Club members, add to the opportunities lor 
dramatic interaction. Flare-ups and tender reconciliations 

i abound in GK2. 

:{ 

PUZZLING TRANSMOGRIFICATIONS 

Most importantly, the puzzles aren’t dumbed down to reach a 
broader audience. Though some are relatively simple, some are 
diabolically clever. Nearly 
everyone will immediately 
know what to do with the 
quick-drying cement or mir- 
ror image puzzles, but 
some will have trouble fig- 
uring out the tape-splicing 
puzzles and the cuckoo 
clock. Plus, the pacing of 
each investigation isn’t 
• bogged down by having 
every clue delivered via a 
short movie. 

Clues are to be found by 
reading books (with or with- 
out the accompanying 
voiceover), examining 
museum artifacts, interview- 
ing witnesses in film clips, and listening to audio clips. This is 
extremely positive because it lends variety to the game. 

^ Unfortunately, one disease common to most modern adventure 

- games Still inlests GK2-pixelitis. On several occasions, gamers 
: ,-'f Will have to find and click on a precise spot to get the next clue. 


ANGEL OR DEVIL? Gabriel examines his inventory to decide 
what he might share with his attorney. 


even when they think they have already clicked there. This is 
particularly true in Chapter 1 when the key is hidden in a dark 
shadow, and Chapter 4 when you must click on a display case 
on the exact corner twice. 

You’ll also have to keep returning to most iocations several 
times before you solve everything, but that’s a common adven- 
ture game convention. Thankfully, Jensen has divided your 
progress into 697 points of information-gathering/puzzle-soiv- 
ing, so you feel like every incremental point counts and know 
when you’re making progress. Fortunately, the blinking cursors 
on the map symbols let you know when you haven’t yet collect- 
ed all the clues or performed all the actions in a given location. 

The only unfair clue I can remember in the game is the mag- 
azine/tape recorder schtick in Chapter 3. Now that I’ve men- 
tioned it, the reference may come in handy when you've 
reached the end of your patience. Still, the blend of history and 
clever storytelling make the exposition of the plot a joy, in spite 
of occasional clumsiness in the puzzle system. 

WEREWAGNER 

Plot, puzzles, characterization and art all lead to one of the 
most ambitious denouements ever in graphic adventure game 
history. The iost-opera-of-Wagner scene is worthy of a film epic. 
It offers tense moments, comic relief, and a fascinating cathar- 
sis. We’ve always believed that a significant amount of produc- 
tion resources should be spent in rewarding the gamer who 
plays all the way through the game. Gabriel Knight 2: The Beast 
Within transforms game endings— a dynamic finish to a most 
dynamic game. Jane Jensen just may have become the interac- 
tive Anne Rice she’s always wanted to be.% 


^PROS: Great story, extravagant 
backgrounds, exceptional acting, and 
a near-perfect soundtrack makes this 
a graphic adventure benchmark. 


^CONS: Some puzzles may be 
obscure enough to seem unfair. 


^APPEAL: Readers of Anne Rice-style 
tional graphic adventure gamers are 
in for a rare treat in this one. 


gothics and tradi- 
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IT’S eiGGEfi. IT'S BETTER. IT'S BACK. 



Superb Hi-res graphics 
Digitized speech 
Ear-blasting audio effects 
Unparalleled gameplay 


CRUSADERS OF THE DARK SAVANT:, 
changed role-playing games forever. 
Rebuilt from the smoking ground 
WIZARDRY GOLD brings yif^ aU the 
tension and fury of CRU$fU)E|tS> ' 
with staggering effects^or * ' ' 

Macintosh and Window^/95. ^ ^ '• 
From the quiet agony of a ' 

game to the fury oHiifl^a^ con|l) 
WIZARDRY GOLD ^^^es hp 
puzzles and the nastiest 
into a role-playing adven^[e'.^md.' 


WINDOWS 95 / 3.1 / NT & MACINTOSH 


The g^me that - % 
1 \eltianged the world "X 
t^pj&t went on steroids! 
.^^drerieline not included. / 


PO Box 245. Ogdensburg, NY 13669-0245 
Tel: (315) 393-6633 
Fax: (315) 393-1525 

E-Mail; 76711.33@COMPUSERVE.COM 


To order, visit your retailer, 

or call: (800) 447-1230. Ask for operator 75. 

Wizardry is a registered trademark of Sirtech Software, Inc.; Reg'd in Canada. 
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ToiBght's Game '>a 

Pl^-> 


64 NCAA DIUISION I TEAMS AND ANENAS. 

Home court floor graphics, team colors and fans- 
in-the^tands signage give you llie whole flavor of 
the NCAA college lioops experience. 


ADUAHGED ARTIFICIAL INTELLIGENCE. 

Wild student sections bring built-in home court 
advantage to life. Players improve over four years. 
Perfonnance varies with game pressure, age and 
skill ratings. 


4,500 FRAMES OF PLAYER ANIMATION. 

Ovei' 100 player moves include alley-oops, slam 
dunks and befiind-tlie-back dribbling. All wtli real- 
time SGI motion-capture graphics. If it were any 
more realistic, you’d see it on the 11 o’clock news. 







SHIP BASKETBALL ON PC CD-B( 


I 





0 THE DANCE? 


PM-Game ' 


EVEN THE BENCH GETS INTO THE ACTION. : 

Coaches pace tlie sidelines wlieii llie score’s liKht, ;•'> 
; aiicikeepyoupiim|)ediipwhenymrreonarun.By %•:' 
' analyzinK slals, developinji gjuiie strategies, and 
recruiting prospi'cts. you get into the action, too. 


OPTIONS MAKE THE GAME MORE REALISTIC. 

You can choose between exhibitions, regular sea- 
son games, or loiirnanient play— from 2-mln, to 20 
min. halves. And control lemix). nick tlie rules, atid 
decide who’s a walk-on and who’s an All-American. 


BEHER PERFECT YOUR 
MOUES, ’CAUSE THERE ARE 
63 NCAA CHALLENGERS 
WHO WANNA GO, TOO. 

It’s a college dream come true. 

It’s about adrenaline. Bragging 
rights. And wail-to-wall basketball. 
Welcome to the nirvana of college 
hoops, Tlie Big Dance, 

The NCAA Basketball 
Tournament 

It’s 64 of the top 
Division I teams in the country. Playing 
in their own colors. In their own arenas. 
With all the excitement of the college 
crowds and rivalries built-in. 

And artificial intelligence so 
advanced, your players’ skills actually 
improve as they go from true freshmen 
to savvy seniors. 

Consider tills your official invitation. 
An “at-large” bid to the celebration they 
call March Madness", 

Lace up your high-tops, Cinderella. 
’Cause you’re going to the dance. 



Entertainment 



DOVniLOAO A FREE DEMO OFF OUR 
WEB SITE AT HnP://WWW.IM.Gn.COM 


©1995 6IE VontofA IrKOtpotuled. Al Rlghn Reserved. The GTE logo is o legisteed tisde- 
tnvk ol GTE Corporotior. The NCAA and the NCAA logo ore teghJef^ IrodeinaiTis A the 
Notionol CoKegiote Athietie Associolion end vsed under License by GTE Interocfrve Medio. 
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'l^e fa^est games on wheels vfe for PC^rive]^’ the alMoo-realistic commute home? Or do blast- 
at^eoiion. Are realistic simulations jhe only ^ -^m-ups M^w ti^ all away? CG surveys the pack 

y^o go, ^rii(re. ^adeWer^ a better bet after and lets y^ pick the-Winners. 
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Ain’t Nothin’ Like The Reai Thing, Baby 





A rcade, shmarcade. When you’re ready to 

duke it out with the big boys, simulations are 
the only games that count. Here, there’s no 
such thing as a loop or a leap, ultra-laser 
death ray, or some long-haired driver named 
Surfer Dude. All you’ll get are the most realis- 
tic depictions of real life racing avai!able-the 
only true test of one’s driving abilities. 

And, judging by the vaporware and unfulfilled expectations we’ve 
seen over the last few years, the auto-racing sim sub-genre is a hard 
club to successfully join. In my humble opinion, only five programs 
have scaled the lofty heights and climbed into to the Racing Sim Hall 
of Fame: Indianapolis 500-The Simulation (1989), World Circuit 
(1992), IndvCar Racing (1993), NASCAR Raging (1994), and the latest 
inductee, IndyCar Racing II. It’s no fluke that alt but one 
(MicroProse’s World Circuit) have hailed from those motoring magi- 
cians at Papyrus Design Group-they started the revolution in 1989 
and have been directing it ever since. 

MAKING IT REAL 

To be considered a simulation, a program must adhere to rigid 
guidelines, For starters, it must incorporate an authentic car feel, 
with elements such as tires that grip when heated, yet slip when 



pushed too far; real-time acceleration and braking; and the visual 
impression that you really are going 180 mph). 


Sim racers view the action from the cockpit, avoiding contact with 
other cars to prevent damage. In realistic sims, drivers quickly dis- 
cover that only a smooth, consistent driving style and sticking to the 
racing “line" will win races. A proper mechanical set-up and judi- 
cious pit stops are equally important. Replays are a must in a good 
sim-if not to relive one’s glory, then to act as an after-the-fact dri- 


ving instructor. Statistics should be plentiful and thorough, and sup- 
port for wheel and pedal units is now mandatory. Computer oppo- 
nents must display at least moderate intelligence, and racing venues 
should represent real-life tracks. 

It’s a darned difficult combination to get right, and those develop- 
ers who have should be considered nothing short of brilliant. So, in 



w DRIVING ON THE LEFT World Circuit, an import from MicroProse UK, 
I included plenty of aids to help keep beginning drivers on the track. 


chronological order, let’s take a quick peek at the programs that have 
made it into the Racing Simulation Hall of Fame. 

THE FOUNDING FATHERS 

Modern racing simulation arguably started with Indianapolis 500- 
The SiMUUTioN, developed for Electronic Arts by Papyrus. Sure, the 
graphics in this EGA PC and Amiga game look blocky and primitive 
now, but back in '89 Indy 500 changed the way we look at auto rac- 
ing games. It had only one place to drive, the fabled Indianapolis 
Motor Speedway. But the game more than compensated for this with 
extensive, true-to-life car modifications. The transmission was an 
automatic and acceleration was digital, but the rear view mirrors 
worked, and wrecked cars stayed on the track for that added demo- 
derby effect. 

The only successful attempt at reproducing the elite Formula 1 
environment came in 1993 with World Circuit. This product ended a 
four-year drought in the world of competent racing sims, and to this 
day is the subject of numerous on-line message threads and racing 
contests. It’s not quite as horrifyingly real as the latter-day Papyrus 
sims, but one might argue that that is what made it so downright 
fun. Despite admirably realistic driving characteristics, this remains 
the sim for those who can’t or won’t spend hours in training and car 
set-up mode. As an added bonus, several driving aids that could be 
switched on or off on the fly meant driving time for any level of play- 
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er. World Circuit also sported a couple of multidriver modes, includ- 
ing modem play and the never-since-duplicated "two players/one 
computer/one joystick" feature. Opponent Al was questionable, and 
a short replay left us wanting more, but it was easy to see beyond 
these things and enjoy a thoroughly superb product. 

The second release from the Papyrus stable, IndyCar Racing, took 


EVERYTHING BUT THE 'BACCY The SVGA graphics in NASCAR Racing make crash- 
es all the more fun. 


auto race sims into a new level of realism and danger. It also sig- 
naled the encroachment of processor-intensive texture mapping into 
racing sims, and this is when it all began to get very serious. Auto 
racing was no longer a matter of who could go last and who could- 
n’t. Now there was a gaggle of modifications that almost warranted a 
digital mechanic's license, and car modeling that was in a very diffi- 
cult league of its own. This time around, ail the IndyCar circuits were 
depicted (with add-on packs, anyway), and there were monstrousiy 
tong RAM-dependent replays, a paint kit, and breakable machinery. It 
featured what is possibly the best track representation ever to hit the 
screen: California's Laguna Seca, corkscrew et al. 


THE SVGA AGE 

While IndyCar’s textures 
made for a better-looking 
game, it was the addition of 
high-res SVGA graphics in 
1994’s NASCAR Racing that 
brought a high sense of real- 
ism-if you had the neces- 
sary hardware. Modern rac- 
ing sims require top-of-the- 
line computers to get good 
performance and detail. 

Driving a NASCAR behe- 
moth isn’t anything at all like 
piloting a nimble formula car. 


SECOND LAP InoyCar 2’s updated graphics and much- 
improved Al move it to the front of the pack. 


Suddenly you understand the NASCAR "train,” the meaning of the 
word concentration, and why a tight corner seems to bring these 
cars to a crawl. 

From magnificent audio to break-apart cars that continue to func- 
tion with three tires and a departed hood, NASCAR Racing brought a 
real racing environment home, it also brought home the fact that 
Papyrus was in this racing game for keeps, and that their intention 
was to keep things very real and very tough (remember Bristol?). 

The newest entry in the racing stable is IndyCar II, also from 
Papyrus (see the review, page 74). This sim elevates the open-wheel- 
ers to the same high-resolution as NASCAR. It’s absolutely gor- 
geous, even when things go wrong— collisions may result in your 
car being reduced to a mere pod, bereft of wheels, body parts and 
engine. Extreme instances of such carnage may even involve the dis- 
appearance of driver’s helmets from their cockpits. Of course, this 
sort of horror would involve backtracking at tremendous speeds for 
the sole purpose of a 400 mph meeting, and just what sort of sicko 
would want to do that? 

Opponent Al has been radically improved from its predecessor; 
computer cars recognize the appearance of an imperfect human, 
and make the necessary adjustments. One might say that the Al dri- 
vers are getting downright mannerly 


[omingSoon 

A S this issue went to press, the final version of the 
much-anfeipated Grand Prix If hadn’t emerged 
from the garage But if the beta is any indication. 
Grand Prix II will be an audio/visual masterpiece, 
with high-res texture-mapping, light-source shading, and 3-D 
sound. It's not actually a sequel to a program called Grand Prix, 
but rather to World Circuit, (Spectrum/MicroProse has adopted 
World Circuit Racing as their new brand name for racing sims, so 
bie title will be World Circuit Racing’s Grand Prix il. Confused 
yet?) 

Pieced together by Geoff Crammond and many of (he same 
people responsible for World Ck^uit. Grand Prix II comes from 
good slock, and the beta shows flashes of brilliance Cars behave 
in a fashion reminiscent of its predecessor, but are faster, harder 
to controi, and will actually grab some air when they’re oft-back- 
ing. The word is that an associated program. Grand Prix 
Manager, will be a strategist’s dream. 
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You've heard about defensive driving. 

Forget it. This is offensive driving. If someone gets in 
■j your way, take them out with a 

burst of machine gun fire. And if 
" L«..»LI that doesn't work, a Sidewinder 

missile could be more persuasive. Welcome to the world of 
Zone Raiders. And you thought your commute was tough. 



- Realistic 3-D driving created by simulation 
engineers 

- Multiple tracks and hover cars 

- Network play 

- Available on PC CD-ROM 

- Check out Zone Raiders contest information 
on http://www.vie.com 




[ How’s III]' driving? 

_ J One part Ferrari. 

iF*- 

Apparently, nuclear hoinhs 



\Dial l-m-Eat Lead. 

I5 parLs Sberinan lank. 


cause mutations in cars, too. 

0 



Zone Raiders^” & ©1995 Virgin IntercKlive Entertainment, Inc. All rights reserved. Portions copyright 1995 Image Spoce Incorporoted. All rights reserved. Virgin is a registered trodemork of Virgin Enterprises, Ltd. 
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Arcade Racing 


For More Smiles Per Gallon, Arcade Cars Are Your Ticket To Ride 




CARTRIDGE ENVY 

Mindscape’s Al Unser Jr. Arcade Racing is a no-frills 
Windows 95 speed demon. Among fhe products covered 
here, this one offers the most basic, gut-level ride. 

Mindscape’s target audience is undoubtedly new PC users 
lamenting their old 16-bit cartridge games. 

Strictty a single-player game, Arcade Racing offers a 
choice of 10 generic Indy-style cars, three levels of difficul- 
ty, and 15 courses of various design, length and lap count. 

There are three racing modes to choose from: practice, 
timed and championship. Timed races recall classic coin- 
op road trips, where you have to complete each lap before 
the counter reaches zero. Championship mode pits you 
against 10 computer-controlled drivers, racing sequentially through 
the entire 15-course circuit. 

Arcade Racing is an easy game to get into and out of, for those 
who crave the scent of burning rubber but don't have a iot of time. 
Optional racing music, ranging from buzz guitar riffs to bouncy Euro- 


MOUNTAIN HIGH Network play and a variety of dazzling locales help keep 
Screamer's tires spinning. 


The game's great weakness is sheer repetition, Even with 15 
courses to choose from, each lap eventually blends into the next. 
Touchy game controls are also a sore point: traditional analog joy- 
sticks and steering yokes are almost useless, causing even the most 
steady-handed driver to oversteer and bounce off the retaining walls. 
Opt instead for digital gamepads, or even the keyboard for more 
exacting control. Another drawback: collisions slow you down, but 
cause no appreciable damage to your vehicle. Likewise, it’s impossi- 
ble to spin out. Overall, Arcade Racing is fast and fun, but not likely 
to remain on your play list for very long. 




L et racing purists spin their wheels, mired in the 
minutiae of fuel mixtures, rubber compounds and 
chassis designs. Mainstream driving fans know 
what really matters isn’t found in the pits, but on 
the tarmac: heart-pounding, full-tilt driving 
action. Strategy takes a back seat to the 
adrenaline-pumping excitement behind 
the wheel, as you slam the pedal through 
the floor and consume asphalt with insatiable hunger. 

When speed’s the thing, it doesn’t get any better than this. 


pop, helps set the pace. Graphics are good, but not exceptional, 
consisting mostly of polygonal trackside objects and watercolor-style 
backdrops. Graphic levels can be adjusted to suit your taste or help 
speed the frame rate on slower machines. 


SCREAMING FOR MORE 

Virgin Interacfive’s Screamer takes a quantum leap towards real 
coin-op style arcade racing on the PC. This DOS-based game offers 
a lot of bang for the buck, including network play, responsive con- 
trols, sensational sound effects, and absolutely dazzling graphics. 
Only three courses are available, but they are whoppers— Palm Town, 
Lake Valley and Lindburg. Each twists and turns through realistic 
urban and country settings, filled with high banks, rolling hills, tun- 
nels, bridges and other hazards designed to keep you sharp. 

Drivers choose from different NASCAR-sfyle racers, each available 
in automatic and manual transmissions. Racing options include 
adjustable race lengths (3, 5, 10 or 25 laps), three levels of difficulty 
and three levels of graphic detail. Optimized code allows the game to 
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Plunge into this surrealistic 3D 
iiuorld where dozens of 
characters propel you through 
mind expanding challenges, 

to one shocking conclusion! 


For macintosh and PC Windows® 


Clide Reader Service 


httpiiTwiniuwaburncycleACiioinn 





RUBBER 




scream along with a smooth frame rate, at highest detail, even on a 
486-class machine. Graphics are remarkable in standard 320 x 200 
VGA, but really come alive in 640 x 480 SVGA. To achieve this high- 
er level, however, you'll need 12 MB of RAM. 


designer’s longtime favorite ploys, the ever-present highway patrol. 
The game’s driving controls are easily the best of the bunch, per- 
forming well with standard analog sticks, but really coming alive with 
steering yoke and floor pedals. 

Extras include VCR-style replay modes, where you can view spec- 
tacular end-over-end crashes in slow motion. The program will even 
decide which segments are particularly riveting and automatically 
record these in the Highlight Reel for fater review, Like Screamer, the 
graphics here are fantastic, drawn in striking detail and vibrant col- 
ors. View modes include a behind-the-dash perspective complete 
with fully functional cockpit displays. You can also race full-screen, 
behind the car (chase view), or from a special three-quarter sky-cam 
view. Frame rate is excellent, but you’ll need a Pentium to enjoy jitter- 
free driving, especially in 640 x 480 SVGA. Owners of 486 machines 
may want to think twice before investing in this beauty. 


Shopping Karts 


Y eteran drivers tired of the same old Indy Car, stock 
car and street rod games will find a delightful new 
twist in MicroProse's Virtum Karts. The first true 
go-kart racing game for the PC, this hot little num- 
ber offers fast and furious action. 

There’s a certain visceral thrill in skimming along at high 
speeds, your butt mere inches from the tarmac, in a vehicle bare- 
ly larger than your own body. Choose from three engine classes, 
depending on the course and your level of expertise: a 4-cycle 
scooter for beginners, a tOOcc for experienced drivers, and a 


SIMPLE OR SIMULATION? 

Bridging the gap between racing sims and arcade dri- 
ving games is Electronic Arts’ The Need For Speed. 

Aesthetically, this game is a stunner— the culmination of years of | 
excellent racing design from the old pros at Distinctive Software | 
(Test Drive I and II, Stunts and Grand Prix Circuit), The big differ- j 
ences between this and the other games mentioned here are perfor- j 
mance and polish. Everything about this game looks, feels and | 

sounds authentic, capturing much of the depth of a simulation with- j 

out forfeiting the fun of arcade racing. j 

Unlike the previous titles’ generic racers. The Need For Speed | 
offers real, blistering street machines like the Corvette ZR-1, Dodge j 
Viper, Ferrari 512TR and Lamborghini Diablo, Of course, racing these j 

spirited beauties on mundane tracks just wouldn’t do. In addition to | 

standard closed-loop tracks, there are a series of spectacular cours- | 
es, ranging from full-throttle country settings to coastal gauntlets and j 

precarious mountain ridges. Besides fellow racers, road hazards | 


125CC shifter for all-out thrill seekers. Courses include a variety of 
professional closed-circuit tracks, as well as high-strung runs 
through the streets of San Francisco, Baltimore and New York, 
rendered with exacting detail to their real-life locales. 

Competition ranges from practice laps to single-player races 
against a roster of feisty computer-controlled drivers. The biggest 
kick, however, is network play, where up to eight people can com- 
pete simultaneously. The action is full-bore and more than a little 
madcap, often resembling a high-speed game of bumper cars. 
Once the novelty wears down and drivers of equally-matched tal- 
ents go head-to-head, the game delivers some of the most rous- 
ing action seen in any game of the genre. Controls are tight and 
responsive, with kart performance directly affected by options for 
tire class, gear ratios and track conditions (dry, wet or icy). Don’t 
let Virtual Kbits' diminutive stature fool you-this pint-sized pow- 
erhouse is an absolute blast. 


Screamer’s graphic details overwhelm the senses, from the tex- 
ture-mapped store fronts of the city streets to the majestic crowns of 
mountain peeks. Ambiance animation also makes it ditficult to keep 
from sightseeing, as flags wave along the boulevards, mon- 
strous signs rotate, jumbo jets streak the sky, and heli- 
copters buzz right over the course. Even the sound effects 
are exceptional, shifting in stereo to reflect your immediate 
surroundings. A pop-up CO player lets you choose from 
seven electrifying musical sound tracks, complete with vol- 
ume controls. 


include off-track obstacles, slow-moving civilian traffic and one of the ' 


u 


CG 


FEBRUARY 1996 





Mac Users! 

One of the year’s hottest 

GAMES IS NOW AT YOUR COMMANO. 




Enter the world of Azeroth as Warcraft: Ores « Hiiinaiis 
invades the Macintosh platform! 


1 995 Innovations Award 

— Consumer 

Electronics Show 

Critic's Pick 

— Compoterlile 


"Warcraft mixes action 
ond strategy in a brew so 
addictive it should come with 
a warning label" 

— PC Gamer 


1995 Premier finoiist 

— Computer Gaming World 

Editor's Choice Award 

— PC Gamer 
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Disbelief. 


This can't be true! You read the articles, memorize the reviews, talk incessantly about The llth Hour. Friends shun you. 


3 

Resentment. 

They said it would be out, Si^you believed them. Where is it?! Whv would they lie to you?!! ^ 

yj 

4 

Acceptance^,, 

^ It’s out!!! Finally! It's everythingjhey saidit^ Now, if you could just figure duti^hat^i^ehind the.': 

5 

Z...,.y Death. 





Visit our web site at fittpV/www.vie. com .-s* .. • • 
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The J-D graphics v/ill whiten 
^our hair, not your teeth. 

You can slop grieving now. The 1 1 th Hour: 7 he sequel to The 





Relax, and kt us draw you 
a nice hot bloodbath. 



*Gcc Wally, Mrs. Cleaver 
isn't so nice anymore.” 
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Nineteen puzzles kill precious 
time, as well as brain cells. 


7th Guest hasjinally arrived. This PC CD-ROM game fuses 


incivdible 3-D graphics and mind-numhing challenges with a 


full-length psychological thriller. Its also 12 limes bigger and 2 


CDs longer than its predecessor. So, is The llth Hour really 


worth the wait? Well, we think it's totally killer. 





It’s finally arrived. 
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When Driving 100 Mph Just Isn’t Enough... 





I n the future, driving will be a blast: we will evidently have 
even more and bigger weapons in our cars than some of 
us do now. I know this because I’ve been playing a raft of 
next-generation driving games in which drivers do not 
simply humiliate opponents by beating them to the finish 
line, but add injury to insult by blowing them to kingdom 
come along the way. Blame it on Mad Max, which added 
the expression "post-apocalyptic war zone” to the nation- 
al vocabulary. Or on the fact that prudence and safety, while altogeth- 
er admirable things in real-life, are not especially dashing or fun 
when encased in a computer game. Explosions are fun. Beating 
people with a lead pipe until they run off the road is fun. Using a 
rocket launcher to rip them a new tailpipe is fun. 

Driving the speed limit, not cutting people off and turning right on 
red only when safe may be a futuristic fantasy, but it does not win 


the hearts and minds of gamers. None of this is especially new, of 



course. Who can forget Road Blasters or Spy Hunter? Driving and 
shooting have gone hand-in-trigger at least since Electronic Arts 
released Racing Destruction Set for the Commodore 64. CD-ROM 
games like MegaRace and CyberRace brought automotive violence to 
the big-time, and the advent of the Pentium (and the PowerMac) has 
primed this genre for the next level. 


DESTRUCTION DERBY 

Destruction Derby (Psygnosis) is a perfect illustration of the poten- 
tial of this aggressive artform, and it’s about as civilized as this sort 
of game gets. Which is to say not very. It is a celebration of that auto- 
motive staple of the American heartland-the demolition derby-in 
which drivers use their cars as battering rams to do as much dam- 
age as humanly possible to other cars, The last one that can still 
move, wins. 

In that respect, it’s a great simulation. The high-speed collisions 
of the texture-mapped cars are convulsive and realistic. The first time 
you see one-or feel one, in first-person view— it’ll be all you can do 
to stop from bouncing off the back of your seat (can a computer 
game cause whiplash? Psygnosis will be hearing from my lawyer.,.). 

Destruction Derby has never-seen-before quality that will instantly 
make it a showpiece game to demonstrate to open-mouthed friends 
and relatives (apart from the addition of new graphics here and there, 
it’s effectively identical to the PlayStation version). What's especially 
marvelous-and unprecedented for this sort of game~is the detail 
in which car damage is addressed. Hoods crumple to steeper and 
steeper angles, doors cave in, steering and speed deteriorate, steam 
begins to erupt from a ruptured radiator and eventually turns an oily 
black when you’re out of commission. 

However, for a game so unapologetically entertaining. Destruction 
Derby’s useful life span is surprisingly short. The main drawback: 
the demo-derby arena and half-dozen stock-car tracks are all dead 
flat-a limitation of the game engine-and after a few rounds you’ll 
crave new and creative ways to wreak havoc. A little Stunt Track 
Racer sensibility would have helped: imagine Destruction Derby with 
elevated segments, ramps, jumps, loops and banked curves. Imagine 
a track editor. Hopefully they’ll keep this in mind for the planned fol- 
lowup. (Sony interactive’s Twisted Metal-b PlayStation conversion 
due in March-should offer a taste of this vertical dimension, with 
weapons to boot). Despite its limitations, this is a great game, but it 
has a lot more potential. 

WIPEOUT 

Wipeout (also from Psygnosis) covers wed-trod territory, but never- 
theless makes the old new again. Hovercraft racing has been done 
many times before, but rarely with such svelte assurance. You guide 
a needle-nosed craft along a narrow track over steep hills, across 
canyon-sized jumps and roller-coaster curves, all the time collecting 
power-ups-rockets, missiles, mines, shields and speed boosts-and 
use them to gain ground on your rivals (it’s impossible to destroy the 
competition. in Wipeout). Qualify by finishing in the top three, and you 
move on to the next track, 

1 don’t think the screen resolution here is quite as high as the 
PlayStation version-it doesn’t have that amazing hard-edged look- 
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at200mph NO ONE 

‘^SEE'/o^ SWEAT 



It’s like having your own private racecourse. Where speed limits don’t exist. 
Where you can take your car up to 200mph, slide it sideways around corners 
and shift at the redline in every gear. With Screamer you can push your driving 



skills and PC to the limit. With incredibly realistic real-time 3-D graphics, 


multiple cars, tracks, and points of view to choose from, you’ll never tire of 


the action. Race against the clock or compete head to head with up to six 


players on a network. You can almost smell the rubber burning. 


Available on PC CD-ROM. 


Checkout 5'creajner contest info on http://www.vie.com 
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but when you get the hang of the curves well enough to stop bump- 
ing Into the edges, you’ll still be taken In by the 
bewitching smoothness of the whole affair. Never 
mind the fuzzy-wuzzles. This is one of the those 
rare games that hypnotists should use in their 
practice— you don’t so much play as you are 
absorbed, mind and body into this title. Along the 
way, it may occasionally flicker through your mind 
that this is simply a game and that perhaps you 
should turn to more Important tasks. But don’t 
count on it, 

CYBERSPEED 

CyberSpeed (Mlndscape) for Windows 95 is a 
similar sort of excursion-a dash down a long, 
winding bobsled trough-but more restrictive in 
concept and less Immersive in effect. This con- 
cept owes a lot to Mindscape’s earlier MegaRace: 
it’s set around a TV show (with a wide range of 
inane commercials) using 10 racetracks spread 


across the galaxy. Unfortunately, you don’t really steer; your bird-llke 
ship is on a guide wire. You control the throttle and rotation of your 
bird-like craft to collect power-ups and keep out of the path of what- 
ever Incoming dangers your rivals throw at you. 

OberSpeeo does throw in a couple of new elements, though. 

Most race games of this sort are one-way only Not this one-you 
can turn around and head in the other direction at any time (just 
make sure to keep an eye on your opponents’ locations so the joke’s 
not on you). Most games in this vein are also strictly linear. Not this 
one-you can occasionally switch to an alternate path by tapping the 
"Tab" key at the appropriate time. Technically, it’s reasonably well- 
done-the ads and silly announcer patter patch in seamlessly 
between the races. And on a Pentium 90, it moves along at a good 
clip with the detail set to medium. But OtberSpeed is ultimately more 
a diversion than an obsession. The level of interaction makes it more 
a 3-D arcade game than a true race. While Wipeout makes you feel 
free as a bird-you’re really flying— OberSpeeo makes you feel more 
like an elegant pig in an elegant pen. 



HI OCTANE 

Hi Octame’s a different matter. Constructed by Bullfrog using the 
Magic Carpet game engine, this hovercraft racing game sends you 
flying with tunnels, depressions, rises and the occasional surprise. 
The bad news Is that. In SVGA, with full detail enabled. It even bogs 
down on a Pentium 120. So kick it down into VGA (it still looks pretty 
darn good), and watch Hi Octane turn Into the best airborne go-kart- 
ing game you’ve ever played. 

This isn’t simply Magic Carpet on the race track; it’s a lively and 
lovely game all Its own. There’s just enough scenery to be distract- 
ing, and there’s just enough give when cornering to make you watch 
your speed. There’s also just enough extra space on the track to 
make you go back and explore what you may have missed. And the 
speed and smoothness is.. .well, I can’t speak to frame rates. But 
there is something natural and comfortable about it that tells me 
Bullfrog Is on the right track. 
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ROADWARRIOR 

Not all of these games are straight racers. RoadWarrior. 

Gametek’s follow-up to Quarantine-Doom with the meter running- 
is mission-based. Here’s the gig: Drake Edgewater has escaped from 
prison, only to be recaptured (stupid is as 
stupid does, sir) and signed up for a death 
duel. You have to survive the arena, win the 
race that follows, and then make your way to 
Flagg City. What 1 saw of this preview version 
suggests the game will be more linear in 
structure than the open-ended Quarantine, 
but with the bright graphics and silly gore 
intact. You get to run down contestants who 
have been separated from their vehicles and 
watch them stain your windshield or, 
well. ..let’s just say Drake has interesting taste 
in hood ornaments. 

The music’s great-crunching headbang- 
ing riffs while driving, and loping, lumbering 
jazz during the graphic-novel-inspired story 
sequences. And you have to admire the reck- ¥ killer 

less, abandoned spirit with which it is being " 
assembled-the title screen shows a fellow’s head being reduced to 
red Slurpee, and on the configuration screen, a cat-o-nine-tails-hold- 
ing dominatrix orders you to “Make a selection now!" Yes, ma'am! 

The only sore spot I found was the steering, which felt a little less 
like turning than sliding sideways. Hopefully this can be addressed 
before the product is finished, But it’s not so big a problem that I 
couldn’t live with it. I was too busy laughing throughout. 


CYBERBYKE 

The only motorcycle racing game in the bunch is Cyberbykes: 
Shadow Racer VR (also from Gametek), and I’m sorry to say it’s 
rather woeful and dated. The scenario is a right-wing paranoid's 


nightmare. One-World Rule has led to tyranny. The answer to tyranny 
is apparently a remote-piloted, multi-weapon cycle that you use to 
visit key cities— Warwick? Blakedown? Tasmania? Pride Rock?-to 
recover military secrets before the WTO can get their hands on 'em. 


Zone Raiders may be the pick of the arcade racing pack. 

The packaging suggests a toney. Take 2-style game-a sort of Bureau 
13 goes to the races-but, graphically, it turns out to be more on a 
level with, say, CyberStrike. Rendered cut scenes lead into a bland 
polygonal world in which a motorcycle barely looks like a motorcy- 
claThe shame of it is that the game offers some promise-network 
play, headset support and a level-construction kit-lhat would have 
been crowning touches on a better-looking game. And, before you 
start writing “Olafson, you idiot” letters, no, graphics aren’t every- 
thing, but they’re the way we see a game world, and in a driving 
game that's a big part of the appeal. 

ZONE RAIDERS 

Last, but not least, is Zone Raiders (Virgin). You're a member of a 
band of outcasts using a classic car-cum-hovercraft to explore a 
post-apocalyptic war zone (what’d I say about that post-apocalyptic 
theme?) in search of various objects, which you’ll have to find, 
destroy or just activate. Naturally, they’re defended, and you’li have to 
shoot it out with Zone Patrols that rule the elevated highways to get 
there. An auto-targeter makes this a lot easier, but you can toggle it 
off if you’re eager to tempt fate. And an auto-mapper will help you 
get around; after all, this isn’t a track so much as a maze. 

The handling is silky smooth— even in SVGA (albeit on a Pentium 
120). And Zone Raiders also throws a few neat curves at you. For 
one, you’ll need to make certain that when you make a jump, the 
road doesn’t change direction beneath you and leave you without a 
surface to land on. Ulp. it's a long way down in last-chance town. 

And speed counts. Take too long to finish a given mission and you 
may have to contend with a visitation from a heavily-armed creation 
named The Guardian, Let’s not and say we did, eh? It will persuade 
you, in very persona! and up-front fashion, that driving in the future 
is a blast. 


continue on pegs 254 ►►►► 
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Price: S55 
System Requirements: 
IBM compatible 486DX- 
33 or better (486DX2- 
66 for SVGA), 8MB 
RAM, VGA or SVGA 
graphics, 12 MB hard 
drive space, 2x CD- 
ROM; joystick/driving 
wheel and sound card 
recommended. 
Protection: None 
Designers: Adam 
Levesque, Brian C, 
Mahony, Matt Sentell 
Publisher: Papyrus 
Watertown, MA 
(617) 926-7575 
Reader Service: ri344 
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> II Up 


If You Thought IndyCar Was Tough, 
IndyCar II Will Blow Your Racing Socks Off 



T hink back,. .way back. If you go far 

enough, you may recall when dad took 
the training wheels off your first bike. 
Remember how hard it was at first? If 
you’re a computer racer, get ready to 
relive that same sort of experience, 
because IndyCar Racing II Is here, and it's 
anything but easy. 

The latest release from those methanol- 
powered sadists at Papyrus is abundantly 
tougher than the original IndyCar, and is authentic to the point 
of distraction. In fact, once you’ve played this one, you’ll be able 
to go back to the original game and blow It away. I did, and 
darn if I wasn’t scorching the competition like never before, 
even on "bull in a china shop" tracks like Surfers Paradise, Belie 
Isle and Vancouver’s Pacific Place. 

With 640x480 SVGA graphics, IndyCar II (ICR 
II) is also one heck of a lot cleaner-looking than 
its forerunner. Despite ICR H’s graphical upgrades 
and user-friendly additions, players will find that 
the alteration of the driving feel poses the biggest 
long-term impact. The inevitable comparisons 
must be made, so let’s explore what you can and 
cannot do in ICR II, 


straight and 170 on the front, compared to 140 and 137 
respectively in 1C, That’s a monumental difference, and explains 
why tackling track segments such as the slightly kinked Long 
Beach front straight is a very tender subject with me these 
days-it’s either back off, or eat wall. Yet driving with the same 
Ace half- tank set-up at the huge Michigan oval, the lop speed 
differed only by a couple of miles per hour from program to 
program. This indicates that Papyrus tinkered with the accelera- 
tion but not the top-end capabilities. 

With much difficulty, you can clock some incredibly fast lap 
times (especially on road courses), and those times are now 
displayed right on the instrument panel. 

Unlike ICR, you can’t cut corners and magically adhere to 
the road surface. I can hear you saying, "Get a grip, IndyCar 
was never very easy" While 1 understand your sentiments, you 


CANS AND CAN'TS 

You can hit some frighteningly high speeds in 
very little time. Then again, so can your oppo- 
nents. These speeds cause handling difficulties in 
spots where none had existed before. When dri- 
ving an !CR II stock Ace set-up with a half-tank of 
fuel, I topped out at 188 mph on the Detroit back 


E LOOK, MA Don't be distracted by your pretty car on the Jumbotron or chaos 
may ensue. 


74 


CG 


FEBRUARY 1996 




REVIEW 


fllyhT 



^IN WHEEL TROUBLE Little more than a cockpit remains as your car slows 
to a halt after a near-deadly crash, 


VIEW TO A CRASH 

So, now that we've got that straight, let’s get into all 
the other stuff. Aside from car modeling. Papyrus' 
NASCAR Racing influences ICR II in a number of other 
areas. ICR II features an F10 arcade car view (now you'll 
have immediate proof why that corner can’t be taken at 
80 mph), a preset qualifying set-up, and a much need- 
ed pit radio, it also has a replay cut editor, an indexed 
manual (yippee!), and the sounds of an air wrench and 
a smack on the shell as the crew signals ‘'go" in the 
pits. It is important to note that the crew won’t actually 
be saying go, and that the engine automatically shuts 
down with even moderate wheel damage-extra incen- 
tive to lake care out there. 

Another welcome NASCAR hoidove in ICR li. the "car 
sideways in the rear view mirror" routine, aids in deter- 
mining enemy proximity. However, cars may sometimes 
appear in the 


just ain’t seen nothing yet. A reasonably hot ICR II set-up will be 
slippery and truly scary-which lends a realistic impression that 
power is being delivered through the rear tires. Milwaukee, for 
instance, is no longer a matter of keeping a consistent speed. 
There'll be acceleration, deceleration, and great care in the 
turns. There’s a lot of NASCAR RACiNG-style modeling here in 
the mechanics of how a real race car operates, including, unfor- 
tunately, tires that refuse to heat up as quickly as those on the 
computer cars. 

Joystick drivers can’t reasonably expect to piece together 
dozens of clean laps on any road course, in particular those 
hemmed in with concrete. Wheeled wimps driving indestructible 
cars (or the new "arcade damage" and “auto spin recovery" 
models) can ignore this section, but the rest of us real drivers 
must remember; four appendages do better work than one. 
Drivers insisting on maximum realism will also want to activate 
the "random mechanical breakdown" feature lor the absolute 
maximum of frustration. 


mirrors that aren't 
really there, I’ve often 
trailed a string of 
cars entering a tight 
corner, only to see a 
reflection of those 
very same machines 
in the rear view. 

Then there’s those 
dam collisions. What 
was pretty cool in 
NASCAR is stupen- 
dous now. Thai’s 
right, driving 
deviants, Indycars 
crash better than 
ever! Sure, various 
chunks break off the 



I^TRACK PACK IndyCar II maintains a good frame rate even with multiple 
i, detailed cars on the screen. 



r CHAOS ENSUES indyCar II sports spectacular crashes— If you’re not 
careful, your driver may lose his head. 


car a la NASCAR, but now the most severe incidents 
can end in wheel-less, engine-less, chassis-deprived 
safely tubs grinding and sparking their way along the 
track. 

The worst crashes even cause the driver's helmet 
disappear from the screen. Unfortunately for fans of 
pure violence, such accidents have to be lined up just 
so. because these guys, for the most part, do have a 
head on their shoulders. 

DRIVER'S ED 

Indeed, Papyrus Al has taken a big step forward in 
ICR II, With this release, drivers are just intelligent 
enough to realize the human element may exhibit all loo 
human frailties. Once I came a bit too hot out of 
Michigan’s Turn One. There I was, just a' steaming 
toward the wall-and more importantly, toward the line 
of cars attached to it. I managed to slow up just enough 
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REVIEW 


INDYCAR 2 


to miss the evil trackside barrier, yet certainly figured I'd be 
bonding with a few of my peers. 

Suddenly, like the Red Sea, they parted company just enough 
to let me In. This sort of Al shows up all over the place, such as 
Laguna Seca’s corkscrew where a timid early braking maneuver 
doesn't necessarily mean rear wing separation at the hands of 
a charging driver. You may experience the odd tap (can you say 
Detroit?), but no damage. 

Sadly, Papyrus wasn't able to deal with the problem of com- 
puter cars coming to a dead stop when a vehicle is slow or 
stopped on the driving line. Here, the other drivers remain 

^ AiiliidvPriKr 


I f your previous PC racing experience has been limited to arcade-type games, don’t 
be surprised if your first few IndyCar II forays are accompanied with sentiments such 
as. "Why did I buy this game?!", "Nobody can drive this thing!" and the ever popular, 
“$%-f #*!!" If you ride out the initial storm, however it will get better. 

First-timers would do well to customize some options before they even get near a track. 
From the Main Menu, choose the wide and somewhat forgiving Michigan oval to cut your 
racing teeth. Go to the garage and load the Easy set-up. Before driving, knock the fuel 
load down to a half-tank (20 gallons), so you won't have to worry about large amounts of 
methanol negatively impacting car handling. 



, parts 


Behind the wheel there are three 
golden words that must be commit- 
ted to memoiy: Patience, 
Smoothness and Consistency. 
Remember there will always be 
another time to pass a given 
vehicle, so don’t attempt wild 
maneuvers that could end up in 
a clock-eating bobble or spin. 

Driving fast down the 
straightaways will be the least 
of your problems. Dealing with 
turns is tough. Enter a turn 
from the outside (up near 
the wall), cut down to the 
inside, and slow down. Try 

W c\ocWJ'se u" ' clipping the apex before 

1 arts accelerating through the exit. Using 

1 ^ this technique, you will naturally swing back to the out- 

side wall at full acceieration. Traffic and other considerations won’t allow a 
textbook turn each and every time, but stay as close to this philosophy as possible. 
Remember that you’re in control of a constantly changing machine, and things like a 
depleting fuel load and warming tires will get you moving faster and adhering better as the 
race progresses. 

Passing is something else altogether Mastery of the "draft" or "slipstream" greatly 
enhances the straightaway pass. Many high-brow scientific principles take place here, but 
it goes like this: If two cars, lined up one behind the other are traveling approximately the 
same speed, the front car will be “cutting the air" for the one tucked behind. The narrower 
the gap, the greater the effects of the vacuum. So, if you start several car lengths behind, 
you will begin moving faster and faster until you’re on the lead car’s back wing. Just 
before you rear-end him, pull out to the inside and your momentum will carry you safely 
by. Works ewiy time. 

Passing in a turn, on the other hand, generally involves a little maneuver called "out- 
braking," in essence, you want to make the pass before you slow for the comer; and the 
only way to do that is to brake later than your rival. Make sure you are on the inside line 
as the two of you go into the turn, then wait. When his image drops back in the rear-view 
mirror, apply the binders. If you do this just right, he’ll have to fall in behind you (watch a 
replay blimp view to see why), Never pass on the outside, particularly in a turn. 

Those are the basics. Welcome to the "real" world of IndyCar 11. 



•SHOW STOPPER When you see this conflagration in front of 
I you, there’s nothing to do but close your eyes and duck. 

incredibly stupid. Remember, if you crash, come to a stop right 
on the traveled area, and nobody’s gonna finish the race. 


SHARP EDGES 

Graphically, ICR II comes through with flying high-res colors. 
Sparkling, sharp, dear-pick a superlative and it applies to 
everything on and off the track, including transparent wind- 
shields. (even though curbing is conspicuously absent.) Of 
course, such was the case with NASCAR, but the much-herald- 
ed frame-rate fiasco muted the enthusiasm of anyone operating 
on less than a Pentium 100. Fortunately, in a stunning stroke of 
programming smarts, Papyrus deals a blow to the god of slow 
frame rates with ICR II. 

Running a Pentium 90 with a Diamond Stealth 64 VRAM, I 
set maximum cars drawn in front and behind, with all sounds 
on. Flagrantly flirting with disappointment, I bravely cranked all 
graphic options wide open, only to discover a smooth frame 
rate. In the end, i killed the grass and road texture, and the 
darned thing flowed like honey from corner to corner, side to 
side. 

Regrettably, I’d remained riveted on the program's visual 
bounty a little too long, and suddenly found myself involved in 
the most embarrassing of on-track incidents. Yes, this lime I'd 
pounded the pace car, and darned if that driver didn’t have 
something to say back to me! 

Well, have patience with me, buddy. Alter all, I don’t have my 
training wheels any longer.’t 


^APPEAL: Hard-core racins fans who want complete 
control in and out of the pits, or wannabee fast drivers 
who don’t mind learning the ropes. 

^PROS: Crisp graphics with a better frame rate than 
NASCAR Racing, as well as cata- 
clysmic collisions. Major improve- 
ments to opponent Al and car han- 
dling from the original iKovCAn. 

^CONS: Road courses are nearly 
impossible without a wheel-and- 
pedal controller unit. Increased 
authenticity and difficulty may frus- 
trate rookies. Is it too real? 
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Granid Prix II 
is tibe latest, 

greatest brirak- Hi | 
through in racing " « 1 
simulatora. 

ItYasreal'/'a ||r 
as it g^.|rMi i’; 

Formiiia Ofte icai^ ^ 
Reai teams, Real ^ 
tracks. Even ^ 

sponsors. Take a gp^; ^ 
look at the incredible ^ 
graphics. Now add - ■ 
wicked smooth motiPn ‘ 
and.roaring Doppler . 

sound effe* 
and digital 
music. 


-Throw in full 
-Camera views 
1 ^m practically 
^ny angle any- 
t^e, and you're 
tffere -smack in 
the middle of a 
real Formula One 
race! Test drive 
Grand Prix Ih 
today. And you'll 
see why it kicks 
asphalt over 
everything else. 


Spectrum 

HoloByte 


Visit your 
1, local retailer or 
call 24 hours; 
1-800r695-GAME 
(U;S. and Canada). 


ACTUAL GAME SCREENS: Experience real race cars around real tracks against real drivers! 

Ucs.'^ecJoy ?OCA!0 Fuji Tetevs^s-*. i'i995 Spectruni Ho)o3yte, Inc. A: l rights re served. 

Spectrum'Hil-iB/ie ts a registered facterrari' -J &p&cMurr. noioByte A ! otf-er frademariis are ft.e pi'-..i>erty of the?' res:. hofoera. , 


CaJM-ieO0-77?'t5772fOf 
irtfOCTisriort on Game Ral'rigs. 

0 . ■ i 
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DAILY Sfk 
DESfGJ^ATEO AREAS HIGHS 


wTd Att^cR Burns 
Overlord To A Cri: 


iVorth^de. Responsibily for yesterda) !.s assault remains a mystery, 


By Zippy Smith, n.vttS-STAFf WKyiKk » 

Clums ri'igtis today ii> the Norliivvcst Distrirt as kinppin Frank "The Bullet" 
McCrctx fell Victim to a Vicious and tp'isl.v acid hindc bliiclpeoninj’. 

0 His body, liorrilily disfisured by Ihi' luixioiis weapon, was discovered stapled 
to a street sign at 10:15 pm last night Uv'a roving hancj of llcadbangers on their 
nay to hriiak iip the annual Dl^n Fr?lik Ball at (he Coiiiity Musviini. 

-“'nils hut and sktinky stuff was dripping on my skull, so I looked up anS 
there he was." slated, the HeadhaflgeT "ho found McC'ree. "He looked lik^ 
i^mething thal caii^ out my butt," he further reflected. Other Hcjidbaugerv 
who .were present verified (liLs 
asscs-siiieul. 

I^xpcrf-s at the scene say it looked 
like Che work of tll% 7Ch A%e. Metal 
Burn Mutant Back, fhit a letter 
pinned by a wad'of gii^ to McCrec's 
melted nose claims respousitiiily for 
the Happy C'umtter Gang in the name 
or their corren] employer. Billy 
Spike" Hernnnde'/. 

Whoever it was. they -had no 
problem dis{M>sing of’" McCrec's 
favorite hiretl guns, the brutal Monks 
*of the. Emerald Ot,der. According to 
the BankJr's 'Guild. . sacred ritual 
objects from the now -defunct Order 
hav^ fallen mto the hands of a Used 
Car Salesman and are., expected to 
fetch six figure-s on the ,lilaCK market. 

The U-sl'd Car Salesman was 
unavailable for cotnmeut btit through 
his Faceman, dLsavo>\ed any 
involvement iii‘McCree'.s murder. 

According to soiirce.s close to the 
grieving ramil.v, McCj;ce was weariug 
his custom-fitted Kevalar Vcsfal the 
time of 'the attack^ hut it "had as 
much the same cfTeet as soft Initter 
resisting a butcher'^ jenife," said one’ 
family ^ 

thir|^9r^^k|L>|KgH^| 

iw c^^m-ook 


Bullet” McCree meets his untimely demise. 


now legendary Main St. ipicidenl. On 
M}iy 26. Stizee the Bicycle ’Babe 
skidded oiiL near the fire hydrant on 
Deripy and. Main, flipped, and landed 
face-down on a vomit-covered 
manhole.' .As if on cue, the. manhole 
slid open aiidia pack of .Sewer Rais 
hauled Sii/ee <tff For a leisurely mid- 
afternoon snack. 

The Architect Guild, in a last-<litch 
elTort to save tin; city's landmark 
.structures fr*>m the crippling exce.s-se,s 
of the Dog Boys and (.‘rap I’ukes, have 
pledged their support to the Bicycle 
Messenger’s effort. 

Please .see MESSENGER, A 17 


Headbanger who found McCrde. 


Ji City Headed For Apocalypse 

Doomsday Cult Proclaims 
“The End Is Near” 


I'ome 


By ,Stlv White, ■i iMKSSit xtv wkitkr 
In a direel ussaull on the iicliefs^ 
the "Foiiowers ofS{nih^^^^^|d|H 


^shc0 Inc, Rejects 
■jpeless Funding 


P.O. Box 4302 Hollywood, CA 90078-4302 

© 1996 New World Compuling, Inc. Chaos Overlords is a trademark of New World Computing, Inc. All other trademarks belong to their respective holders. All rights reserved. 
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The Need 
For Speed 

Why SCSI Is Not A Four-Letter Word 


0 


nc of fhc 
aidcst 
soundiiig 
I acronsTiis 
11 the 

I coniput- 
:r biz is 

I SCSI. 

I SCSI 
I stands for 
Small Computer S)'stcms Interface, and 
has been common in the UNIX worksta- 
tion. PC ser\’er, Mac, and Amiga worlds. 
Mn.sl desktop PCs don’t n.se SCSI unless 
they have a scanner or .similar dc\icc 
atlached. One rca.son lhat SCSI isn’t 
more popular is the added cost: SCSI 
hard disks cost a bit more than their 
KIDIi counterparts. 'I he price differential 
between SCSI CI^-ROM dri\’cs and 
KIDF, CD-ROM drives is even greater. 

'Ihc other reason that SCSI isn’t more 
po]n!lar is the confusion that surrounds 
the various fla\or.s of SCSI, As recently as 
a couple of years ago, j’ou couldn’t be 
sure that a SCSI dc\ice mo\'ed fmm one 


system to a different one would work 
pmperly. 'Ihings arc a lot better now, but 
there are still the occasional quirks. For 
oiimple, if you fonnatted a large SCSI 
hard disk irsing one brand of SCSI host 
adapter {say, Pusiogic), then it couldn't be 
read pmperly using a different brand of 
host adapter (say, Adaptec}. 'Hie reason 
for this is that DOS and the PC’s KC3M 
BIOS don’t handle large disk partitions 
well, .so the SCSI controller manufactur- 
ers have to fill in tlic gap; they all do it a 
bit differenth’, (Similar pmbleius e.\i.sted 
between I’arious software disk managers 
in the I Dl', world until the advent of the 
h'.IDF standard and the widespread use 
of I xigieal Block Addressing for 1*'.! Dl;! 
contmllers.) 

'Ihen there are the various flavors of 
SCSI: SCSI-1, SCSI-II, SCSI-Ill, fast 
SCSI, wide SCSI, differential SCSI, 
ullr.i SCSI, . . It’s enough to make your 
head spin. 

HARD DRIVE ENLARGEMENT 

1 lowevcr. there are reasons to use 


▼ 

►Sometime in 1996, Intel will be i 

1/1 

LJJ 

shipping a new version of the i 

1— 

o 

Pentium chip, the P55. Since the i 

z 

Pentium Pro (formerly the P6) 1 

OQ 

will likely be restricted to very 1 

< 

high-end systems for some time, i 
the Pentium family needed a 1 

kicker, in fact, springing for a P6 1 
system might not result in much i 
of a performance gain for today’s 1 
games, since the P6 is tuned for 1 
32-bit applications. i 

►Rumors have been flying about | 

the P55 feature set. What is. ! 


known is that it will have a big- 
ger internai cache (a 32K Level 1 
cache) and some multimedia 
acceleration features. There's 
also some conjecture that Intel 
will build in PCI support directly, 
making the P55 cheaper to 
implement. The P55 will likely 
run at 150 MHz and above. The 
high clock rate, combined with 
the large internal cache and 
potential multimedia acceleration, 
will make this a very nice chip 
for computer gaming. 



SCSI, dhc aforementioned large hard 
disks are a good e.'ample. E\en now; (he 
laigast L\IDh! hard dri\’cs arc 1.6 gigabstes, 
w'ith 2 gigab\'tc drives )'ct to hit the streets, 
but you can get SCSI hard drives as large 
as 9 gigab>'tcs. 

’^Ilic other advantage is device variety. 
On one SCSI interface, you can have up 
to se\'cn de\'ices, including CD-ROM 
dri\'es, hard disks, ta]3c dris es and scan- 
ners. 1 his can be very' valuable in the PC 
architecture, w'ith its limited number of 
hardware interni[)t.s. for example, the 
Adaptec 39d0 twin-channel SCSI inter- 
face can .support up to 15 devices, usiiig 
only a single intemipt (IRQ). Contrast 
this with ssstems which support four IDF, 
dcsices. Each pair of IDE desices uses an 
intermpt, so if you have four peripherals 
attached, you use up two intemipts. 
Aiyone who’s tried to configure scanner 
cards, network cards, and a flurry of other 
oddball de\iccs can testily to the hair- 
pulling that goes on in the eternal hunt for 
a free intemipt in a full PC. 

Then there’s the performance issue. In 
systems with a single hard disk, FIDE dri- 
ves often outperform their SCSI cousiirs, 
even if tlic same core disk dri\'e mecha- 
nism is used. As soon as )’ou go to multi- 
ple drives, things begin to change. This is 
because of the way IDE is implemented. 


One 

of the best 
CD-ROM 
performance 
kickers is to 
convert from 
an IDE CD- 
ROM drive to 
SCSI, pp 




TECHNOLOGY 


LOYD CASE 


VVlien tlie PC sends ii rct|uest to the IDE 
drive for some data, it waits until the IDE 
drive says its ready, Wlh SCSI, the PC 
.sends the request, then immediately goes 
on and does sometliing else, a.ssiiniing the 
SCSI dri\ e \sill do its thing. 

With IDE hard drives, this .slight wait 
is imperceptible, and often hidden by 
the fast data rates and access times of 
modern EIDE disks. However, it 
becomes quite noticeable in Ch)- 
[lOM dris'cs, vs^hich ha\'e slower data 
rates and slower accc,ss times. 

Tliis has nothing to do with transfer 
rates or access times. I he secret to wh\' 
SCSI CD-ROM drises w'ill aKs'a\',s 
outperfonn their IDE cousins is CPU 
utilization. 

Wlien the computer sends a rerjucst 
for a data transfer to the IDE dc\'ice, it 
waits until the dc\ice says 
its read\'. 


CHAIN LINK 
Each SCSI inter- 
face board allows 
chaining up to 
seven devices, 
which can be a 
major boon if your 
machine is short 
on free IRQ 
addresses. 


Because CD-ROM drives are inherently' 
much slower than hard dri\ es, (his wait is 
a bit longer. If lots of requests for data are 



►Can't get your joystick to work properly 
under Win 95 with a dedicated joystick 
card? There have been conflicts between 
these cards and sound card joystick 
ports. Go into the device manager, 


flying back and forth, the CPU has to 
work much harder. In contra.st, with a 
SCSI CD-ROM drive and its intelli- 
gent controller, the computer simply 
issues the request and continues on 
to tlic nc-vt task. 

E\’en \s’ith \ ery fast ! DE CD- 
ROM dris’cs (6x and faster), digital 
video cut scenes from some games 
occasionally stutter in the middle of a 
game— even on a 133-MI Iz 
Pentium. 1 lowcvcr, I’ve seen verv lit- 
tle stutter \sith even quad-speed 
SCSI CDs. And remember that 
every nanosecond the CPU is woih- 
ing on the CD-ROM drive is another ^ 
nanosecond that’s not being dedicat- 
ed to processing whatever is going on in 
your game. One of the best CD-ROM 
pcrfonnance kickers is to convert from an 
IDE CD-ROM drive to SCSI. 



DIRECT ACCESS With a SCSI interface, CD- 
ROM drives such as this NEC MultiSpin 4x4 
can transfer data with almost no CPU overhead. 



RIDETHE LOCAL BUS 

SCSI can be darned confusing. 
However, if all you’re interested in is CD- 
ROM performance, yon only need to find 
a good, reliable SCSl-11 conlroilcr, 1 hese 
are a\'ailable fn)m a variety of vendors, 
including Adaplee, DPI', Biislogie and 
others. If you’re picking an ISA controller, 
definitelvgci a l6-bil controller. However, 
if you can afford il. get a local bus con- 
troller {\''LB or PCI, depending on your 
system.) Tlicy are far easier to configure 
than iheir ISA cousins. And with a 
local bus 


Innally, for tho,sc of you who arc inler- 
csted in SCSI hard drivc,s, and are con- 
fused by the variety, here’s a table of the 
common and emerging fonnats. Note 
that the data rates arc the maximum po,s.si- 
blc speeds on the bus. and that ultra SCSI 
hard dri\'cs won’t realK’ be shi])ping in 
t|i!anlity until mid-l996. Also, wide SCSI 
drives (which transfer data in l5-bi! 
chunks rather than the 8-hil chunks of 
stanclaid SCSI) arc ]3ric'icr. 

In tmth, it’s probabh' not worth hunting 
down an ultra wide SCSI drive if all 
you’re doing is miming games and using a 
single hard di.sk. Tlic disk drives them- 
selves can only transfer data .so fast: ultra 
W'ide drives really coinc into their own for 
disk anay.s on sers'ers.’t 




SCSI Type 

Maximum Data Rate 

Fast SCSI (SCSI-ll) 

10 megabytes per second 

Fast, Wide SCSI 

20 megabytes per second 

Ultra SCSI (8-bit) 

20 megabytes per second 

Ultra Wide SCSI (16-bit) 

40 megabytes per second 


remove the sound card drivers and joy- 
stick drivers, then reinstall the Win 95 
joystick driver. The joystick driver should 
find the dedicated controller card, since 
you've removed the sound card driver. 
When you restart Win 95, it'll find the 
sound card and reinstall its drivers. 


►Once you get your Win 95 system 


tweaked, export your registry files. This 
is a way of backing up the hidden files 
that keep track of the hardware and soft- 
ware you've installed. Use the Start but- 
ton’s Run command to launch RegEdit, 
pull down the registry menu and select 
Export Registry. This will save many 
hours of restoring software if you ever 
need to reinstall Win 95. 


.ilk. 
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while playing modem games! 


HeadOn is compatible for simultaneous voice/data remote play with Doom, Doom II, Heretic, Hexen, Rise of the Triad, Tyrian, 
One Must Fall. Terminal Velocity, VR Pool, Descent, Spectre VR, Wacky Wheels, Fighter Wing, Battledrome, Transport Tycoon, 
Dark Legions, Machiavelli the Prince, Chessmaster, Grandmaster Championship Chess, Chessnet, Indy Car Racing, Nascar 
Racing, Tank Commander, Warcraft, Iron Assault, Power - the Game, Hardball 4, Wing Commander, Metal Marines, Battle Chess, 
Empire Deluxe, Flight Simulator 5.x, Commanche, Slip 5000, Werewolf, and Blood Bowl, 

I O O % REAL FUN 


Introducing the Eiger Labs HeadOn'“ interactive game 
modem with simultaneous voice for PCs. You can now 

talk to and hear your friends while playing your favorite 
remote games over a single, standard telephone line. 
Taunt each other while battling head-on or vocally 
coordinate strategies for team playing. Breathe 
personalities into game characters in your own voice and 
words, lust imagine- no more boring, keyboard activated 
pre-recorded messages. No more distracting chat 
windows. Now you can truly interact with other players! 
Doom deathmatches will never be the same! 

With Eiger Labs' advanced DSVD (Digital Simultaneous 
Voice and Data) features, the HeadOn modem offers 


maximum real-time performance for true, fast-action 
trigger-responsive voice/data game play. 

HeadOn also includes standard 
14.4Kbps data and fax modem 
features, and it readily fits into 
any standard PC ISA bus slot. 

Easy-to-use software is provided 

for plug-n-piay installation, telephone dialing/answering, 

and remote gaming with simultaneous voice. 

Get the most realistic interactive remote gaming experience. 
Get Eiger’s new HeadOn modem. For more information, 
call 1-800-OK-EIGER or e-mail 
headon@slip.net. 




Includes deluxe CD-ROM with 1 0 popular shareware games! 

HeadOn is available at major retail computer stores. 

jump to World Wide Web http://www,eigerlabs.com to find another HeadOn opponent in your area code or world. 
©1995 Eiger Labs, Inc. The HeadOn and Eiger logos are registered trademarks of Eiger Labs, Inc, All others are registered trademarks of their respective owners. 
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THE ULTIMATE GAMING MACHINE • PART THREE 


The Ultimate 
Game Machine 


Building The Electronic Hot Rod 
From The Chassis Up 

Loyld Case 



T here is a group in Southern 
California known as {lie 
Banzai Runners. 'Iliey clri\e 
custom cars with exotic hard- 
ware such as twin-tur- 
bncluirged Chixslcr boat 
engines, aircraft alloy frames, 
and tires not seen this side of 
the Bonnesille salt flats, 'lliey 
delight in finding nnsuspeet- 
iiig rich kids in Porsebes and f'crraris and 
blowing them awav on dark highw ass. 
Some of these cars (using the word loose- 
ly) can mn upwards of 2-f() miles per hour. 

Building the ultimate hot-rod game rig 
is not unlike being a Banzai runner. It’s the 
t|uinte.s.sential quest for perfection — 
which, like any holy c|uesl, never really 
eud.s. 

In the past tw o issues. I’ve covered gen- 
eral upgrade .strategies and some high- 
end, off-lhe-.shclf systems. Now we ll pro- 
ceed to the holy grail; the Banzai Runner 
of personal computers. 


CAVEATS 

Building a custom computer is as 
much an exercise in personal bias and 
taste as it is in technical merit.s. It’s like 
building your own NASCAR — es eryone 
in the business has their own opinion as to 
the best motor, bodv. tires and acce.s.sories. 
So as you read this, bear in mind that it 
reflects some of my biases and tastes. 1 f 
) ()u take up the mission of building your 
own custom rig, you maj' have your own 
favorite set of components. 

'Ihe other important caveat is that this 
article was written right on the cusp of 


some important haniware relcase.s. Inr 
cxrimple. the 150- and 166-,V11 Iz. Pentiums 
were onh’ a couple of weeks fnan ship- 
ping, so we had to go with a BvMMz 
chip instead. Also, a new generation of 
graphics adapters are being prepped for 
delivery' by Spring of 1996, so w'c again 
had to “settle” for w'bat currently exists. 

THE ENGINE 

’llierearc a variety of parts that com- 
prise the engine of our virtual hot-rod. 
Starting with an Intel B's-Ml Iz. Pentium, 
we chose the 
Micronics M5-4fli 
motherboard as our 
“engine mount.” 

’Ihis motherboard is 
fairly tyirical of most 
boards out there, .so 
take a look at specif- 
ic feature.s you 
might need before 
you decide. 'Hie 
M541 li has .seven 
usable slots (either 
four PCI and three 
ISA, or\ice-versa,as 
one pair of slots is in- 
line), and it uses the 
Intel'lfiton PCI 
chip.set. w hich is the 
current hot PC 
chipset right now. 

(I .ike many of our 
choices for this 
version of tire 
ultimate rig, there 
arc a couple of 


new chipsets on the verge of hitting the 
street, including Intel's own 'Ifiton II 
chipset.) 'lire board comes with 256K of 
synchronous cache soldered onto the 
motlierboard; you can increase that to 
5I2K for a minor ))erformance boost. 

’^Ilie Miemnies board also has onboard 
PCI Enhanced IDIy.tw'o, serial pf)rtsand 
one parallel port, ’I he only down side to 
this board is the use of the rather inflexible 
Phoenix BIOS, but w e ran into no real 
problems with configuration. 

Micronics has been in the mother- 
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Ijoard l)iisiiK'ss for iicurlv a decade, and il 
shows. I he \'I54[ li looks like a clean 
design, is \vdl laid-oul, and allows for np 
lo two fiill'si/c interface caixls. Hie hoard 


SomtUssmililylltiinlriil 


L isting all the parts like this makes it sound like a 
pretty cool system— until you have a garage full 
of boxes, a lot of seemingly incomplete manuals 
and not much time on your hands. Although it's 
much easier than it was a few years ago, building your 
own computer is stilt not a task for the technologically 
faint-of-heart. This is especially true if you’re trying to 
build on the "bleeding edge". 

However, if you’re still tempted, here’s some advice. 
First, heed all the warnings you may have heard about 
static electricity, particularly if you live in a dry climate. 
One ungrounded shuffle across a carpet, and that 
Pentium processor that set you back S600 is now a piece 
of scrap silicon. Although it’s possible to exercise caution 
by simply touching the power supply or other ground 
periodically as you're working, a better solution is to 
invest $20 in a grounding strap. These are available at 
most electronic hobbyist stores. 

There are also several incredibly useful tools; an elec- 
tric screwdriver, a set of spring tongs (for retrieving those 
dropped screws) and a pair of forceps, which are ideal for 
inserting jumpers in awkward places. And whatever you 
do, don’t forget to pick up a set of those cute plastic 
standoffs that are absolutely essential for mounting your 
new motherboard in its case. 

While the 10-bay tower case I used is overkill for most 
systems, do try to get a full sized tower; if possible. At 
least get a midsize tower or full size desktop— avoid a 
minitower at all costs. Your knuckles will thank you for it. 

How did CG’s hot-rod go together? I've built and 
upgraded a number of systems over the years, so it went 
fairly smoothly. However, I had odd, unexpected prob- 
lems. For example, the ten-bay case was built to better 
tolerances than most cases I’ve seen, which meant that 
the metal slot cover on some I/O cards fit very snugly. 

Also, working vflth the new generation of plug-and-play 
devices proved somewhat daunting. Configuring plug-and- 
play cards should be an oxymoron, since they are self- 
configuring. Problems occur when the system picks a set 
of parameters for a card (e.g., the AWE-32) that isn’t 
consistent with what many games expect. 

Part of the problem stems once again from being 
“between generations." When Win 95 native mode games 
become the norm- probably not for another year— then 
DOS configuration hassles will become an unpleasant 
memory. Until then, plug-and-play can be frustrating. 

Poor documentation didn't help, either To properly config- 
ure the AWE PnP in a DOS environment, you need to 
load a software driver; which isn't really documented any- 
where. Only by pawing through the AWE package, did I 
find the Intel Plug and Play ISA Configuration Utility disk. 

On a more mundane note, lifting a 21 -inch monitor 
was quite a challenge, and those of you without bulging 
muscles should ask for assistance. The all-steel tower 
case was no lightweight, either 




is (|iiitc rigid, unlike some less-cNpeiisise 
hoiinls, iiiici inshilling into the lower Ciise 
was a snap. 

The machine was configured \s illi 16 
MB of6l)-nanosecond F.DO 1^\M, direct 
from chip manufacturer Micnai. 


THE WHEELS 

No com])iitcr is complete \\ ithoiit 
storage. Ski|)|5ing IDF and KIDI*', 
(Fnhanced IDR) disks cntireK; as ihev 
rec|uire processor power to transfer 
data, I went with the Adaptec 2*-H()UW 
ultra-wide SCSI drive. Tlie 1\V is 
capable of burst data rates of up lo -10 MB 
|)cr .second using ultra-wide SC>S! drives 
(see my column in this Issue for more info 
on SCSI). Unfortunately. L'ltra SCISI dri- 
ves aren'l veiv common \ ct, so wc 
obtained a Quantum ,-\tlas 2.1 gigabvtc 
wide SCSI driv e. Tkis driv e transfers data 
in 16-bil eliimks (ratberfhan the usual 
ciglil hits for standard SCSI) aiul can 
handle burst transfers of up to 20 MB per 
secoucl. With an acces.s time of S.5 inil- 
liseconds.a 1 .MBbufferand arolalion 
.speed of 7200 RP\ 1, this drive is about as 
fast asvoucanget. 


Tliechoiee 
ofCD-KOM was .sonicw'hai couseiva- 
tiv'c, but still pretty quick: NEC’s 6X (ID- 
KOM reader. The 6X sports an aece.ss 
lime of U? uiilliseeond.s. Il handles digital 
video better than even an SX KIDE CID- 
RO\ i, due to the fact that SCSI transfers 
don’t incur the huge processor penalty 
Einii accesses do. 'Ihe NEC’s front 
panel is slicker than mo.st as well, with a 
bac'klil LCD dLsplay, a voliiiiic control for 
the headphone jack and one-handed 
operation. 1 1 does, however, require a 
caddv. 


As for the floppy, I 
went a little exotic here, picking 
Combvic’s double speed Hoppv /QIC 
tape drive combo unit. 'Iliis is a nice little 
unit tbal works as advertised, and with 2.1 
CR ol storage in our hol-md sAslem, a few 
8(1(1 MB QIC tape cartridges supply reads 
backup capabililv. 

WINDOWS ON THE WORLD 

Of course, the operating .system is 
Windows 95, vvhicb can nin I he iiewc.st 
Will 95-native games and ti.indle DOS 
games with panache. In the worst ease, 
you can alwav-s nm voiir games 
from the DOS pionipl. 

’Ihe Matrox Milleniinn han- 
dled the graphics chores. 
Unlike earlier Matrox cards, 
it’s a vciy ,solidlX)S pci- 
former: it also offers. stellar 
Win 95 performaiiec.'lbe 
\ liilenium is ex|)andable 
to8.\lBofW'R\M(a new 
kind of memory o|)liiui/ed 
for gra])hie.s adapters) and 
has expansion connectors for 
video-capture and MPEG daughtercards. 
I've been using the Millenium for .several 
monlhs now', and have been iinpiessed by 
its overall speed and rock-solid Windows 
])crforniance. 

i\ ly choice of Ihe Millenium, however, 
was hecause none of the neat new .shift 
was on Ihe verge of shipping. We've been 
a bit disappointed with the Diamond 
Edge, but we’re looking forward lo cards 
based on RenclilioiTsVeriie 3-D chip and 
SB’s Verge 3-D accelertitov.'niose won't 
be out for .several monlhs yet, ihoiigh. 

Ah, yes, the monitor. I couldn’t .settle 
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(•Motion, Inc. 

Atm; Virtual Chess 
626 Santa Monica Blvd.. Box 4 1 7 
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Ivcincncloiisly to the gatniny CNpcricncc, 
especially with SVGA games. With a high 
refresh rate, it ran Win 95 al 1280 x 102-1 
ven- eomfortabh'. 

Of course, there may he limes when 
yon want to be more iminerseil in a game 
world than even a 21-inc'h monilor can 
offer, hor those limes. I chose the I'brle 
VI'X-I s irliialrealil)- helmet. 
.VIi';cii\\:\iyiioii2 isa real ex|)ericnee with 



r roximate street p 
Matrox Millenium Graphics Card 

rnistmam 



133 MHz Pentium 
PC Power & Coolina Silencer 270 

PC Power & Cooling Chip Fan 


USR DSVD 28.8 Modem 
Windows 95 full version 

mmmm 

Technics SA-GX490 AV Receiver 

SB 


S159 



Gravis Gamepad $35 


Microsoft Sidewinder 30 Pro 


$250 

Rfil 

$180 

$280 


Joyswitch $20 

APS 480 Uninterruptible Power System $180 


the V|'\-|; just look at vonr target and pull 
the trigger. Many of the new' action and 
sim games snp])orl the VhX-l. Despite its 
low resolnlioii. there are times when son 
just lune to gel into a different realih; 

THE ROAR OF THE CROWD 

Good audio is as essential as good 
graphics to any modem eompnlergaine. I 
wanted to be eonsenative foreonipalibil- 
iK pnq)ose.s, yet |)ush the edge in tennsof 
both digital audio and MIDI 
mnsie (|nalil\’. I picked the 
Creatise I iibs .•\\\'l‘’,o2 plng- 
and-plas’ caal, mostly for its 
clean digital aiiilio .seelion. 

TheAWi'!-52 has a connector 
for a wavelable danghterboard, 
so for coinenienee as well as 
sound (|nalily, I installed a 
Roland SGD-15 Sound 
Canvas daughterboard. 1 
was tempted to use 
either a Roland SC'55 
external Sound 
Caiwas module 
or the new 
'lamaha MU-88, 
but chose the daughterboard for ea.se of 
configuration. 

I'br that additional “oomph," the 
NnRealih' VividsD ProexSRS sound 
module w'as added in-line to the audio. 
SlUS isoneof.ses’cral techniques forsinui- 
ialing 5-D ‘'surround” sound from stan- 
dard stereo .speakers. The effect can be 
quite starlling: more than once. I've 
turned aroiiiid to .see what monster was 
behind me in a gaming session. 

Since the choice of MIDI module was 
on ihe eoirservative side, 1 went all-out on 
speakers and amplifiers. rMthough I was 
templed bv tlie new .'\ltec 1 arising AGS- 
5(10 Dolbv Pro 1 .ogic multimedia speak- 
ers. I went all-out, running the audio from 
the sound card through a Technics SA- 
GX490 l9olby Pro Ugie A\' rcceis'cr, 
which can generate 80 walls per channel 
for normal two-ehannel stereo, for speak- 
ers i went with a Cambridge Soundworks 
f.iisemble III siibwoofcr/satcliitc trio. 'Ihe 
.sound level that this combination can 
generate is staggering, al least eoinpaiecl 
to esen ihcbest ‘'multimedia" speakers. 


1 hen there are those times w henjou 
really have to feel the .sound effects in 
your bones. /\fterall, tbere’sa difference 
belween liearingan aiitoeannon hit in 
Meehwarrior 2 and feeling Ihe hit. While 
most of us don’t ha\ e room for exotic 
(le\iee.s like thc'lhiinder.seat. Iherc's a 
weird gadget fn)m Aura S\ .stems called 
the interactor Cushion. It’s basically a set 
of low-range speakers in a backrest. You 
attach the lulcraelor to sour. sound card 
{Aura supplies a mini-DlN spliller. 
.so \ ou can still have .sound out of 
your s|)eakersas well). 


FUEL AND NITRO 

No eom|)uier would he com- 
plete willioul power, of course, 
and a little oserkill was in older. 

I lowes’er, I wanted no ordinan' 
power supph' — oresrse, for 
that matter. 'Ihe best power 
.supplies I've foiiiKl are from 
PC Powcraiid Cooling. 

The Silencer 
27(1 is a good 
unit that eom- 
bines quiet oper- 
ation (hence the name) with mek-solid 
powerslabilih'.'lbbackit up. I added the 
APS 480 unintemiplable pow er supply. 

PC R)wer and Cooling also supplied 
ihelillle coaling fan lor the Penlium 
Proce.ssor. Unlike cheap cooling fans, the 
PC Cooler is a low -profile fan w ith a 
50,(100 mean time be(ween failures. 

Of course, no liot-rod computer would 
be eompicle w ithout the iillimate case-. 
Going for the macho, massh’c look ralher 
lhan elegant curses, PC Pow'CTand 
Cooling also supplied the case, 'I his mon- 
ster ca.se has ten bass for e\])ansion; when 
open, the entire motherboard is accc.ssi- 
ble. w ithout any okslnictioa. 'I he whole 
shebang was made of beaw gauge sheet 
metal —even the little decorative covers 
that go over the dihe bays, 'I his is not a 
ease for the faint-hearted, and is probablv 
too deep for many home offices. But c\cn 
w hen the next generation of proee,ssor.s 
ships, you can alwap tell people \'(ui luwe 
the bluest personal computer on vour 
block. 
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Electronic Entertainment 
December '95 



PCGamer 
December '95 


"Crusader: No Remorse plays great and looks even better. 
It's our game of the month. Game play — 5 stars." 



"Crusader's one of the best 
action games out there ..." 


"This is, without a doubt, one of the best 
action-adventure titles of the year! — 93% 



Strategy Plus 
November '95 


"I lib jo tb skih off 
uhSusfectihj af^t" roas|ihc[ 

wliH ib UHrr^ Violet l^ifle. 

^iP It'S hastj. I (cMw. tut — it's fuh!" 
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Available through Electronic Arts® Direct Sales 
1 . 800 . 245.4525 
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MAKING IT FLY 

No game ,s\-s- 
Icni iscoiiipicic 
\villi(jiil asclof 
coiilmllcrs, 
I'lrst. llie 
iminclaiK': 
you gotta 
l\|U'aiKl 




around, My kc_\l)oai(l of 
choice lias always been the Noi lhgate 
Oinnikev 10!, No other kesboaal iiiami- 
faeturer has come close to the feel of the 
( Iiniiikey iine, 'I hey'rc a little hard to find, 
hot well worth the elfovl spent looking, 
Allliongh I look a close look at the 
Mierosoll Nalnral keyboard. I found 
prc.ssing Ihe ke\ s riown look too much 
work, (!e,spile the more relaxed knout. 
Imagine a mouse with a nibberi/ed 
.surface ralher tiian a slippery one, and 
yon’se just imagined the Logitech Sensa. 
I'lie Sensa comes in .ser eral colons and 



patterns; two of them have a rubberized 
surface that feels iralural to the hand. 'Ilte 
aetioir is smooth and silk); 

Now for Ihe controllers. I’ve always 
hecir .sonrethirrg of a flight siitr fair, 
ihongh not cjuitea Inie fanatic, 
Nonellrele.s,s, it was a diffierrlt choice 
betweerr the hsper-rcalLsIie’lltnisturasler 
I'LOS/rQS jovstick/fhmtlleerrirrbinalion 
atrd the new l''-16 Combat Stiek/Pro 
'llrrotlle irp,slar1s from theverreiairle Cl I 
Proditels, In the end, I found myself sur- 
prised to give the nod to the Cl I 
controllers, dire Pro 
Ihrollle, in particular, 
had a much 
sirrootherfeel than 
ihe'l'QS. and was 
nrriclr easier to adjust 
in strrall iirereirrents. I 
also foirrrd mv seif lik- 
ing the Cd I Pro Pedals 
better than my personal 
.set of'llirusimaster lies 
pedals. 'Ilrese new cott- 


Imllers coirstilute i|nile a comeback for 
Cl I, in mv book. 'lire Pro Pedals can also 
do double duty in driviirg sinrrrlalions. 
Rounding out the controllers, the Cl I 
Mitiral Pilot Pro is a ver)' irice yoke-and- 
tlrrottle setup that cart also be ttsed. albeit 
irot (|uite realistically, in driving sitrrs. 

Still, llight sim-orierrted jovsticks aren’t 
ncce.s.saril\' the best slicks for action 
games, so 1 irsecl the solid Cr.ivis 
Camepad for fighting games and the new 
Miero.soft SidewinderSL) Pro for other 
action-oriented games. ( )ne lasl- 
nriniitc addition we .set ir]) with 
Iheuitinralc rig was the W)!) 
Virtual X'ehicledrivitrg device 
fronr Interactive I/O. 
Althorrglr wcdidir'l 
include it in the total 
cost of our .svslent, this 
l>12yS eontrollci/cock- 
pil shoitid be on your 
list il yoir’re a really big 
fan of NASCAR 
Racitr'-'or IndvCkrr II. 




IRO?5. SPOONS WILL OPEN DOORS, GOLDEN SPOONS 

may open eternity. 


attend to the music 


PROSEESS BE ACHIEVED? 


SOMETIMES ONE I 
SOMETIMES WHEN 
IS SOMETIME; 


waiting 


ACTION TOO. 
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/Ml tlicsc controllers hiivcii lot of 
cables. Life is made iiuieh easier with a 
Jo\s\\itcli. a S20 box that hooks up four 
controllers and two foot contmilcrs. 

Hounding the sssteni out is the new LIS 
Robotics DSVD nioclem. 'Iliis modem 
allow.s simultaneous \'oiee and data over a 
single phone line, which makes modem 
gaming much more fun. /\ 3CC)N 1 
Ktherlink PCI IAN' card is the final 
de\iee. for multipla\er games. 


THE HOLY GRAIL 

Is the ultimate hot-rod worth it? As con- 
figured. CG’s ultimate g;ime rig w ill cn.si 
you iiearK’ 59,500 (see table). W hen you 
eom[)are it to last months best off-the- 
shelf system, the I'alcon Northwest Mach 
V that seems like a steep price to ])ay. In 
terms of overall perfomiance, our 
machine is fa.ster, but this is mosilydue to 
the combination of the Millenium graph- 
ics card and the Quantum wide SCSI 


hard disk. In fact, the CPU benchmarks 
are e\cr-.so-.slightly slower. 'Ihe o\erall 
DOSMark is among the highest l'\ e .seen, 
how ever, w hich is also attributable to the 
i\ latrox card and the Quantum disk 
Of course, sou could always start with 
an off-the-shelf .system and evolve it into 
your own dream machine. Rut remember 
that buildingsourown Ban/ai Runner 
means .starting off on a nev er-ending 
c|uestfor [)crfeclion-% 



Benchmark Test 


CG Ultimate Falcon Northwest 

Game Machine Gateway P5-133 XL 133IVIHz Mach V 


1 Winbench96 

Graphmark; 1024x768, 8bit 

27 

24.2 

21.8 

Winbench96 

Graphmark: 640x480x768, 16bit 

22 

21.7 

18.1 

1 Winbench96 CD mix n/a 501 549 1 

Winberich96 

Disk Winmark 

1160 

1000 

1020 


1 Winbench96 

CPU 32 

270 

270 

291 

1 PCbench 9.0 

DOSmark 

1448 

1333 

1342 

PCbench 9.0 

Video mix (graphics) 

6550 

6375 

4595 

1 3D Bench 3D Bench 125 125 125 1 


Hi0er numbers Micate belter perlomancs. For a description of Itiese benchmarls, see the January is 
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Don’t be fortune’s fool. 

It is wise to contemplate these generous words. 

Qin, the first Emperor of China has spoken. Return to 
the Middle Kingdom. Explore and discover the perilous 
mysteries of Qin*s untouched, subterranean palace. 

Match wits against this most powerful Emperor within 
the nebulous depths of his tomb;. But take care young 
adventurer, mortal of mortal means, proceed with 
caution, and may fortune open all the doors before you. 


Face it. You’re gonna 

need all the help you can get. 


QIn: Tomb of the Middle Kingdom. A thinking game by LT1. 
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"HARD DRIVE" HKES ON 
A WHOIE NEW MEANING! 



Kow available for 
DOS 5.0 or later, 
Windows '95 and 
the Power 
Madntosh! 

IndyCar® Racing li- 
ttle only reol-life, 3D 
IndyCar racing 
simulator- from 
the award-winning 
develope5 that brought 
you NASCAR® Racing! 



/(irfyfur... Xcdjg lIseR newilorxfaids tot ledblic l«™riing. 
Your tor’s eytty trove 's boseil on ihe bonis and grode ol tbe 
tro(k, fte waihet, cs weJ os ywr sieering and liltotlle inpim, itie 
(Dr's luci, ond mote. You go to ihe gorogc ondmobetfieded' 
sions - tiK nxnUnotians ore entbess! 



From the award-winning developers 
ihot brought you: 


Saeum down the strdght. 

Crest n hill end your stoninch's in your Ihroof. 
Comer trx) fast onti it's porrit. Broke? Gos? 
Turn the wheel? II you stop to think, you'll 
lose your lend. Don't worry, you'll loom. But 
this is 0 win you eom... 

Toke the chollenge of rocing top IndyCot 
drivers in this open whecid, high perfor- 
monte cot that exceed speeds ol 200MPH. 
Fentoiing innovative, reel time, SVGA, 3D tex- 
ture mopped graphics, ond reolistic physics 
models tiiot provide ilte closest experience pos- 
sible to driving behind ihe wheel ol o reel 
IndyCotp 


Requirefnents: 

K DOS and Wmhws '95 CD ROM: 

Requires: Dooble speed CD m486 0X33 

MHioigreolef, 8mmmn3om '95iequiies 
ms m], AISflOS 5.0 Co/ W o< Windows ‘95, 
m, hard dm widt SMB free. Sl^CIA’ 486 66DX2Mhz 
orgreaHSMBmfWindom '95 requires mS 
m, MS 5.0 (or bier) or Wimdows '95, SV&\, 
hard diwe with SMB 

Recorwmkd: Pentium, MB m. Joystick or 
Driving Wbeet/Pedcd conbo, and Soi^ Cord (most 
mcqor sound (Olds si^rpoftsd). 

Power Madntosh CD ROM: 

Requires: Power Madntosh with Sys^ 7 or higher. 
Recommended: Power Modntosh 7100/80or 
greater, J SMB RAM. Joystick or Driving Wheel/Pedol 
conh. 


Completely licensed, in depth, and based on the indyCard 
circuit, this simulation Is the most realistic driving 
simulation available for your Microcomputer. 



1 Arsenal Marketplace Watertown, MA 02172 I6171926-0700 
Web Page; www.papy.cam, Papyrus BBS# 1617-576-74721, 
CompuServe (GO PAPYRUS), AOL (keyword PAPYRUS) 

To order: 1-800-836-1802 ext. 72 

Circle Reader Service ^143 



EnhoiKed ATirTKiallnleirtgeiKe. Conner (onltaled ton 
behave with innedible reatlsin, giving you the duHenge paroilel lo 
driving ogoimi real drivers. 



Distributed exclusively by Virgin 
Interactive Entertainment, Inc, 
1801 Fitch Avenue 
Irvine, CA 92714 
Phone (714) 853-8710 
Fax (714)833-8717 


PAPYRUS Is a trademarx of papyrus Design croup, me. indycar and helmet logo are registered trademarks of the Indianapolis Motor Speedway Corporation, under exclusive license to 
Championship Auto Racing Teams. Incorporated. Virgin Is a registered trademank of Virgin Enterprises, Ltd. 
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d d It's a 
joke around 
LucasArts 
that every 
explosion in 
Rebel Assault 
was the 
same one. 


The Big Ban 

The Pyrotechniques Of PC Game Explosions 


fyouiipprcciiitciigood 
firclxillasniucliastlie 
next p\Ti)maniac, vou mav 
ha\c noticed iliat game 
explosions have grown 
more convincingin tlic 
last year or so. Yon miglit 
not care liow digital artists 
do if, so long as they keep 

I doing il better, but when 

\’oi! think how' long it's taken for the PC to 
realistically portr.iv flying debris, and how 
challenging it is to illiislrate expanding 
flame balls with binarx' data and pixels, 
you start to wonder w hat they’re doing 
behind those mirrors, W'ell. the speeial 
effects business has long been a refuge for 
the xisually deceptive, and computer 
games are no exception, l lere, then, is a 
peck behind the curtain at the artists and 
magicians who make things go “boom!” 

IN THE BEGINNING... 

Stweral years ago, game designers used 
utilitarian paint programs to craft yellow', 
orange, and red pixels into simple 320 x 
200 bitmap explosions, '1 hey needed sev- 
eral frames of different l)itmaj)s to render 
the explosion's rise and eventual dissipa- 
tion. Designers programmed these image 
frames into a small collection of animated 
[rixeis called sprites, S])ritcs can restore 
the ])revioiis pixel configuration on the 
game screen after they dissipate, or move 
somew'here else. 

Origin artists used animated bitmap 
sprites in the original \VlN(; CctMMXNDiLR 
for all Kilrafhi fighter explosions, painting 
each frame of the bitmap])ed fireball on 
the .screen until it became nothing more 
than a memoiy'. VViNC CoMMANniiR’s 
simple pixel-based pyrotechnics bear 
some resemblance to e.xplosions in the 
Star Wars movies— .spherical or ellipsoid 
in shape, and often appearing as tw o 


explosions in one. Despite the compe- 
tence of the Origin artists, WiNG 
COMMANnt’k'.s explosions still didn't look 
real. Recent games using this tcchni(|ue. 
like NovafyOgic’s Coma.nci Ih;, still .show 
loss than stellar re, suits. In fact, none of the 
games that rely on hand-drawn bitmaps 
for their explosions can (|uite live up to 
the x isccral feel of the real puotcchnics 
used m Star Wars. 

USE THE SOURCE, LUKE 

If you w'ant to make e.xplosions similar 
to Star Wars, w'hy not use the real thing? 

1 ■ucas/Vis did just that, popping over to 
affiliate lndu.strial Light and Magic to bor- 
row an explosion for the first Kl';ni'',l , 
/•VssMiiT.'niat’s right, just one. It’s a joke 
around I .ucas/\rts that every explosion in 
RIlHIlI, 1 w'as the same explosion, continu- 
ally altered and modified. 

[ ,nca,v\r(,s again retained ILM's ser- 
\’ices to produce l^iBlLl./VstiMiiJ II. 

I lowcvcr, this time they asked for the 
works, with the proxiso that explosion 
edges had to remain w'ithin the screen, 
After.s])endinga mind-numbing aller- 
noon at ILM, LucasArts had their ])ick of 
the litter. 'Iliey transferred the film nega- 
tix es to 1!)1 \'ideo tape, then to high-ca])ac- 
it\' digital tape cartridges, and finally 
frame by frame to Autodesk’s s-D S n mio 
“flic” animation format. 

“Some of the cxi>!osions were over 
1,500 frames long,” recalls RichartI Green, 
lead artist for RKBlLl./\.S.S.\tlLl' II, “At 24 
frames a .second, that explosion takes a 
long time to develop. Most of the time, 
w e just chopped the explosion in halfand 
used it at different speeds to fit our need.s. 
A slow explosion is more for something 
big like a planet blowing u|).” 

Because 1 Aicas/\rts wants to gix’c the 
impression that )ou are participating in a 
space battle rather than watching a film. 


camera-created .side effects such as lens 
flare and fla,sh had to be cleaned up. Of 
course, the original film captured the 
“realih ” of the explosions b\’ using mil- 
lions of colors, which had to be digitally 
reduced to the 256-color game palette. 

After cramming these multi-million- 
dollar effects into a 256-color fonnat, the 
designers iirserted them into the game, 
I'br all animation, 1 ,ucax-\rts used 3-D 
SfL'DIO to create complex shapes out of 
w ireframe models. /Vrtists applied 
bitmapped tcxlurcs onto the frame model 
polygons. I'br axiimple, an X-\Mng niight 
have texture map renderings of pock- 
marked steel and carbonized metal 
thruster cones. 

To make an X-\\1ng explode, an artist 
jrlaces a lrans[)arcnt jjolsgon over tlic 
siiip. 'lire game “projects” three-dimen- 
sional digitized film of an explosion onto 
this trans])arcnt polygon. 'Hie original 
explosions had to remain within the con- 
fines of the screen to prevent the poKgon 
from clipping an\’ f]a.sh off at the edge. 

“We made the explosions large enough 
to hide a .ship," explained Green. “'Ibcn 
w'c can 'unhide' debris pieces and fly 
them through the exjdosion." 

"'niere are a lot of infuitixe things." said 
Green, “that x ou ha\ e to do to make an 
explosion look just right and beliex'able. 




PAUL SCHUYTEMA • 


GAME DESIGN 



like cclgc-ligliting all of the objects in llie 
scene with an orange glow.” 

SMOKE AND MIRRORS 

’Ihclay’s liigli-end 3-D aniinaiion sys- 
tems use mathematical ssslcnis to gener- 
ate tinv particles, each with its own head- 
ing and s’aricrt'. Liica.vXrts artists irsed par- 
ticle systems to mode! some effects in 
Rebel 1 1 , but not eNplosions.'‘We didn't do 
explosions in 3-D SiuniO," said Green, 
"becaiLse they tend to look sort of comi- 
cal — cvcr\thing is even and umialiiral. In 



KABOOM! A capital ship goes nuclear in Wing Commander IV, 
Notice the two distinct explosions emanating from ground 
zero. 


fact, 1 haven’t seen a 3-D program yet that 
can make a realistic fireball.” 

Particle svstems do hold an advantage 
for creating smoke effects, such as after a 
laser hits a wall or for interlocking ,s|)heres 
of smoke trailing a doomed ship. 


Aflerthe credits, Kl'Jtlrt.ll pulls out all 
tlie stops to .sliow a .ship e\]doding on the 
landing pad. Asmall initial explosion 
blows the wiiKkws out of the cockpit, fol- 
lowed by a big bang of several mapped 
explosions, with tons of debris living out 
and bouncing off the landing pad. 

"It made more sense,” explained 
CJreen, “to have debris fl\ing out when 
you have an atmosphea'. nicii gravit)' 
can get involved and make things really 
interesting." 


IN THE WINGS 

Wliilc the early Win'c; Co.MMVNnt'.H 
titles used hand-created bitinajxs for 
cxplosions.Wixc^CoMMWOKKlil fol- 
lowed in Liieas/\rts’ footsteps b)’ iisii ig 
digitized footage. Origin hired 
l')reamQiiest studios, the special effects 
firm behind Temiinalorl. to create a 
librarj’of explo,sions. DrcainOuest record- 
ed the explosions on Bela \ideotape 
which the media lab at h'.lecironicArts 
processed into frame-bv-frame TIFF 
(Tagged Image lulc Format) files. 'Ilicsc 
filled up around a half-dozen CD-ROMs, 
complclc with “alpha channels" providing 
ma.sk files tl lat correspond perfectly with 
the image for each frame of ihe explosion. 

VViNC 3 uses digitized exj^losions, but 
the program shuttling infonnation 
between the game CD-RON 1 and the 
computer requires that explosions be less 
than than 15 frames long. 

"At 15 frames,” explained 'Ibny Marone, 


project director for Wing COMMANDER 
I\( “you lo.se a lot of ‘wow’ potential." 

In Wing IV, the game’s installation pro- 
gram loads the c-xplosion animation to a 
player’s hard disk, allowing the animation 
to stream directh’ from the faster drive. 
'Hiis means that explosions can be 
between 50 and 75 frames long. 

Wing IVs explo.sions appear in a man- 
ner similar to RlU5Ei.A.SS.At.it;i;with one 
|)rimar)' difference: WiNG COMMANDER 
uses a fi'ee-lorm 5-D engine, while man)' 
graphics in RlUtlU , ASS/\IILT arc “pre-ren- 
dered." Origin prc-rcndcred the explo- 
sions in Wing IV into compact animation 
files, but it’s impo.ssible to predict when or 
where one will be needed on the screen, 
Tliis hinders Ortgin’s artists from adding 
orange glow' and edge-lighting effects. 

Wien gameplay calls for an ex])losion, 
the 3-D engine will create a "quad," 
essentially a free-floating, invisible poK - 
gon, o\er the object about to go nuclear. 
Tie quad follows the object (since things 
zip around rapid!)’ in a WC W dogfight), 
llie game texture maps an animated 
explosion onto the c|nad in a way similar 
toRirttE,i.AssAUi;i'. 

To make the ex[)losions seem as real as 
pos.sible, Ihe Origin artists work with the 
raw TIFT' frames to combine several 
explosions, and use particle systems to 
create sparks, add a shockwave effect, and 
ain’thing else to make it "better than real." 

“Fven with the raw footage,” said Chris 
Douglas, production designer for WiNG 
IV and lead artist for WiNC Hi, ‘'you can 
play around w'ith it and spnicc it up a lot. " 

h'or the larger explosions, such as a 
cmmbling capital ship, .several explo.sion 
areas might be combined into a single 
animation. 

"W'c don’t change the explosion,” said 
Marone, “for different player facings, it's 
dniwn squarc-on, but you can’t tell that it’s 
flat nr not perfectly matched in the heat 
of battle." 

Years ago, just a few' orange and red ]iix- 
els would have .satisfied ns all, but as our 
games evoK’c and become more and 
more like our favorite inoxies, we want 
our game ]i\Totecbnics to be just as flash)' 
and real. After all, where’s the beat with- 
out the flames? Sj 




ce 


FEBRUARY 1996 





It’s a first. Unlimited Internet access for tlie 
flat rate of $19.95 per month from a major 
national access provider... no other charges. 


ESZZ 


Call now for your free software and we'll give 
you 14 days to use Pipeline USA 
absolutely fme. 




Leading publications have ap|tlauded Pipeline 
software for being the easiest available. 

You will, too. 


IssatNK)^! 




■ ■P-EL.IKI-E 

a PSINet Company 

I -800-45 3-14 J1 DEPT. 441 

http://www.usa.plpeline.com 

Servlet lets apply beyond the first 14 free days. Valid m]|ar credit card required. Phene eharfes may apply. 
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Get Smart! 


Select a section and the number of 
questions for the review. 


ore IM'ofcssor' Windows 95's neighborhood and learn 
everything about Microsoft* Windows* 95. Offering three 
interacive IKARNING TRACKS, the Professor combines coo! 
videos, incredible 3D graphics and hours of digital audio in 
over 50 comprehensive and informative lessons. 

On the IT:ARNING TRACK, On the INFORMAI ION 
TRACK, get the answers 
to how to: 

• Customize Your 
Desktop 

• Recover Your Taskbar 

• Send E-Mail Messages 
and more! 


learn how to use 
Windows 95's: 

• Start Menu 

• Explorer and Wizards 

• Shortcuts and 
other Techniques 

• Control Panel, Accessories 
and much more! 


5870 Stoneridge Dr. Pleasanton, CA 94588-9900 
510734’6767 FAX; 510734-8337 Circle Reader Service 11270 


Also Available At These Retailers for $29.’^ or less: 


Best Buy • CompUSA • Computer City 
• Fry’s Electronics • Software Etc. • Call for morel 


Ortake a spin on the REVIEW TRACK to reinforce 
and practice usingyour newly acquired 
Windows knowledge. 

Professor Windows 95 is simply, the best way 
to learn Microsoft Windows 95. 


M 


CD-ROM 


5 Random Questions 
All Questions 


f^dndividual 

I M SOFTWABt tNCORPORATEO 


Individual Software. All rights reserved. The INDIVIDUAL Soltware logo and Windows 95 Insider Tips are trademarks and PROFESSOR Is a registered trademark of Individual Software. 




The Best Way to Bring 
Pictures Into Your PC” 



Molic vdcattnn 
1^, piViurfs from 
[| '^camcorder tapes. 


SNAPPY Brings Stunning Pictures 
From Video Into Your PC 


[’lily’s Snappy lets yon grab scnsatioiial PC stills 
from any camcorder, VCR or TV. It’s easy! just 
plug Snappy into the printer port on the back of 
your desktop or laptop PC. Tlien connect any 
video source to Snappy witli the included cable. 
Watch your PC screen and when yon see the 
picture you want, click Snap. It's really that 
simple. For the first time ever, ANY scene your 
camcorder can see, /\NY tape in your VCR or ANY 
show on TV can be a perfect still on your PC. 

With the press of a single button, Snappy 

captures breathtaking images in 16.8 

million vibrant colors at record- 

breaking resolutions up to 1 500 x 

1125. It's perfect for thousands 

of uses from desktop publishing, 

presentations, databases, faxing 

and Internet piemres, all the way - 

to PC photo albums, school 

reports or just morphing your 

friends into celebrities grabbed 

from I'V. Snappy is already the '' 

USA's best-selling PC video add- 

on. i!undreds-of-thousandsofPC ^ 

users are surprising their families, 

amazing their friends and impressing 

tiieir clienLs with awesome stills 

grabbed right from 

breakthrough that Q 

makes your PC ^ 

more powerful, ^ 


pgJWatchyour 
'kids grow up U’iili 
artimtifirci morphs 
hclwecn old and 
new piclures- 


$3QOwoptIiol 

awaiMl-wftmIng Bottwape fay kJ'***' 

a Snappy and you’ll also get Fauve Mcitisse SE 
^ jbr paint, retouching and titling and Gryphon 
• ' Morph for morphing, warping, and special effects. 


_RaveRBViews!j 


'the ifsults are ostonisliitig... Get one — ^you’ll love iT 

— rt.UaKa;ii 

“produces terrific video stills... the best wc’vc ever . 


tWflRD OF 
EKCtl4£NCf 


★ ★★★★ 


‘For llie /irst lime, you can get prinl-ijiuility ittinges/roin video' 






' FREE Demo Disk 

Call 800.306.P1.AY. 
or get the demu right 
now on the InlerncI at 
hllp;//www,play.cQm 


NCDRPaRATED 


AWESOME 





Sure, there was life on the Internet 
before TotalAccess for Macintosh. 

It just sucked. 



Easy, award winning plug-and-play software 
includes Netscape Navigator." 

Cheap, fast, uncensored access to the Internet. 

It’s that simple. 


h 



The coolest, easiest Internet access on the planet. 


$19.95 per month. Flat rate. Unlimited usage. Free 2 meg Web home page. 
Call now for your free TotalAccess software with Netscape Navigator.'” 

1 - 800 - 395-8425 

EartliLink Network, Inc. 

3171 Los Feliz tiivci., Suite 203, Los Anj>cles, CA. 90039 Fax (213) 614-9510 
Info via email: info@eartlilink.net, live human via email: salcs@eanhlink.nei 

Internet access and software for iVL\C!NTOSH, WINDOWS, WINDOWS 95, featuring Netscape Navigator.”' 

FanhLink Network is one of the large.st Web space providers in the United States. I-arthLink also proi’ide.s 
ISDN, Frame Relay, T1 and other professional Internet access sendees. 
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For Now and Seasons to Come. Treasures that Last a Lifetime! 


Live the mngic of warm, festive meols... 
sparkling wines.. .and enjoy it all in a better home 
than ever. Give these enchnnting CD-ROM/hook 
handles os gifts, or keep them for yourself nnd relish 
the rewords with friends and family. Whether you 
learn best with the sights and sounds of mulh'media 
or like to curl up with a beauhful book it's oil inside 
in living color. The CD-ROMs are so easy to use, 
they're natural for even first-time computer users! 


All you need to know. 


Avalloble at EGGHEAD 


Learn to match wines with meals for course by course 
perfection, search a rich resource of All-American community recipes, 
master all-new home improvement techniques, or design a garden 
for spring. How-to videos, expert nairation, music, 
project plons, recipes, and printable shopping lists 
burst to iife on your computer, with the ultimate 
in color photographs and expert reference available DaSfflfl 
in Ihe beoutiful companion books. Bring your dreams of better 
living home with our excellent CD-ROM book bundles. 


■ coMPtcr 

disc 


or call 1-800-850-7272 to find a Software Retailer near you. 


Circle Reader Service 11295 



CHIPS&BITS 


PO BOX 234 DEPT 10554 
ROCHESTER, VT 05767 
INT’L 802-767-3033 FAX 802-767-3382 

‘OVERHIOKT SHIPPING In US $4 per order. Mail to Canada, PR, HI.AK.APO, FP0S4 per order. Worldwide airmail $8 per Hem. Handling $2 per ehlpmcnl. Hardwroe orders may require additional shipping charges, Visa, MC end Discover accepted. 


INC. 



‘GABRIEL 
KNIGHT 2; THE 
BEAST WITHIN’ 
as both Gabriel 
and Grace as they 
are dispatched to 
Munich to solve a 
series of mutilation 
murders thought to 
be the work of 
werewolves. 
Gabriel confronts 
his own demons 
while Grace 
traces a hislorical 
mystery. CD $55 



'WHIPLASH' Sit 
down, strap in, 
and hang on for a 
tire squealing, 
fender crunching, 
no holds barred 
stunt racing duel 
to the death. 
Whiplash pits you 
against up to 15 
arch rivals as you 
battle through 24 
of the most insane 
and deadly race 
courses ever 
devised. CD $46 



•NAVY STRIKE' 

Strap yourself into 
the cockpit of an 
F-18 and catapult 
yourself into Navy 
Strike, featuring 
the latest in 3D 
graphics and At 
technology to 
bring the world 
of supersonic 
combat to your 
computer 
screen. Super 
realistic sound 
effects! CD $42 



•FORMULA T2 
DRIVING CON- 
TROL’ New 
Ford Mustang 
style steering 
wheel with a 
padded soft rub- 
ber grip, 
improved shifter 
with Increased 
travel for a more 
realistic feel, 
real gas and 
brake pedals on 
an improved 
floor base! $108 



'ADVANCED CIV- 
ILIZATION' You 
start at the dawn of 
history and lead 
your society 
Ihrough the mists 
of time to the age 
of the civilized 
state. The object is 
to gain an overall 
advancement in 
which cultural, eco- 
noTTK, and poTrlical 
factors are para- 
mount, Up to 8 
players I CD S39 



‘FADE TO 

BLACK’ As 
Conrad, the hero 
from Flashback, 
you wake from a 
long cryogenic 
sleep to face the 
same alien ene- 
mies you battled 
50 years ago. By 
now, Morphs 
have taken over 
the solar system 
and are out to 
enslave the human 
race. CD $47 


IBM HARDWARE 


CD ROM HARDWARE 
Digital Edge 3x Int CD S699 
Mitsumi Quad Speed S215 
NEC Multispin 6x1 $479 

Plextor 4 Plex 4x int. S279 
Plextor 6 Plex 6x Int. $429 
Snd Blastr Value 4x S229 
SBIsIr Performance 4xS229 
Teac 6x Int CD Drive $424 
OTHER HARDWARE 


Head-On Gme ModamS129 
Modem Blaster 14, 4K $169 
Phone Blaster $189 



INTERACTIVE 

ENTERTAINMENT 

Receive an episode of 
Interactive Entertain- 
ment CD ROM magazine 
FREE with any in stock 
software order. Offer sub- 
ject to change or cancel- 
lation without notice. 
Valid from 1/1/96 to 
2/29/96 or while supplies 
fast. Quantities limited. 


SHIPPING 

Place an order for an 
out of stock software 
item and receive FREE 
overnight shipping when 
the product becomes 
available. Handling $2 
per shipment. 


I IBM HARDWARE 1 

1 IBM HARDWARE 1 

1 IBM ACTION 


1 IBM ADVENTURE 1 

1 IBM ADVENTURE I 

AUDIO HARDWARE 

CONTROLLERS 

1001 Nights of Doom 

$19 

10th Planet CD 

$44 

Creature Shock CD 

$25 

3D Blaster $335 

American Laser Gun $43 

4x Frenzy CD 

$48 

7lh Guest 2:11th HrCDS53 

Critical Path CD 

$19 

Adlib Gold Sound Card $69 

Batter Up PC $52 

Castle Wolfenslein CO 

$24 

Allen Alley CD 

$44 

Crosstire CD 

$44 

Adv Gravis U-snd ACE $79 

CHF-16Combalslick $58 

Crusader: No Remorse 

$48 

Allen Alliance CD 

$48 

Curse of Dragor CD 

$41 

Adv Grav Max/Doom 2 $1 65 

CHF-16Flghler8tick $75 

DlZone 1 CD 

$24 

Alien Odyssey CD 

$46 

CyberMage CD 

$44 

Audiophile Ref 30ASpkS189 

CH Flight Slick Pro $48 

DIZone 2 CD 

$24 

Alien Trilogy CD 

$46 

Cyberia CD 

$37 

Audiophile SW20A SW5139 

CH Mach 3 Joystick $25 

Death Day CD 

$14 

Alien Virus CD 

$38 

Cyberia 2 CO 

$48 

JazzJ-351 Speakers $43 

CH Pedals $41 

Doom Ware 1 CD 

$25 

Allens CD 

$43 

Cybetwar CO 

548 

Labtec CS-800 SpeakrsS32 

CH Pro Pedals $74 

Doom 2 

$45 

Alone in the Dark 3 CD $44 

Daedalus Encounter CD $29 

PC Symphony $29 

CH Pro Throttle $75 

Doom 2 CD 

$43 

Archangel CD 

$24 

Damnesla CD 

$36 

Pro Audio Spectrum Pis $09 

CH Throttle $60 

Doom 2 WIN 95 CD 

$45 

Are U' Afraid ol Dark CD$40 

Damocles CD 

$35 

SBIasterlS MCD(ASP) $172 

Grav Analog Pro/Dsent $36 

Duke Nukem 3D 

$35 

Almoslear CD 

$25 

Dark Eye CD 

$39 

Sound Blaster 16 Value $95 

Gravis Firebird $58 

Duke Nukem 3D CD 

$49 

Azrael's Tear CD 

$39 

Dark Forces CD 

$47 

Sound Blaster 32 IDE $179 

Gravis Gr-IP Controller $29 

Hexen or CD 

$49 

Babylon 5 CD 

328 

Darker CD 

$31 

Sound Bister Pro Value $74 

Gravis PC Pad/DescentS27 

HyperBlade CD 

$45 

Bad Day on Midway CD$40 

Darkseed 2 CD 

$45 

Sound Blaster Value $57 

Gravis Phoonix/Dscent $83 

Magic Carpet 2 CD 

$44 

Bad Mojo CD 

$36 

Day ol the Tentacle CD $14 

Snd Galaxy BX2 WSpkr$29 

Head-to-Head Cable $24 

Magic Carpet Plus CD 

$34 

Beavis & Butthead CO 

$33 

Death Gale CO 

$34 

SCalaxy NX2 & Speakr $49 

Joyswilch $36 

Mstr Levels. Doom CD 

825 

Big Red Adventure CO 

$40 

Death Trap Dungeon 

$42 

SGalaxy NXPR0 16MM$99 

Ltech WngMan Extreme $45 

Maximum Roadkill CD 

$34 

BioHazard Five CD 

$47 

Depth Dwellers CD 

$29 

SGIxy NXPR016/SCSIS139 

MS Natural Keyboard $91 

Nerves of Steel CD 

$22 

Bioforge CD 

$33 

Diablo CD 

$44 

Snd Galaxy NXPRO Kit $49 

MS Sidewinder 3D Pro $56 

Quarantine CO 

$25 

Biolorgo Plus CD 

$44 

DInonauts CD 

829 

SoundManWave $119 

Notebook Gameport $42 

Rise ol the Triad CD 

$18 

Black Diamond CD 

344 

DInotopla CD 

$46 

SScape 1 6 Wavelabie $1 49 

Spaceball Avenger $99 

Rise of the Triad Ext CD $27 

BloodnetCO 

$41 

DIscworld 

$35 

SoundDrive 16 E2 ISA$109 

Suncom F15 Eagle $118 

Rise ol Triad: Dark War $28 

Bloodwings CD 

$24 

Discworld CD 

$35 

SoundOrive 16 SCSI 5139 

Suncom F15 Talon $75 

Road Warrior CD 

$32 

BrainDead 13 CD 

$38 

Double Trouble CD 

$40 

Turtle Beach Tfopez $219 

Suncom SFX W S-ware525 

Ruins CD 

$44 

Buccaneers CD 

$48 

Druid CD 

$40 

Vivid 3D Pro S10S 

T-mslr Drivg Syslem T1 $99 

Shadow Warrior CD 

$49 

Bureau 13 CD 

$33 

Dune CO 

$29 

Vivid 3D Sound $55 

T-msIr Drivg Sstem T2 $108 

Skull Cracker CD 

$41 

Burn Cycle CD 

$34 

Dust: Wired West CD 

$40 

VIDEO HARDWARE 

Thistmaster F16 TQS $108 

Space Hulk 2 CO 

$40 

Cadillacs & Dino's CD 

$26 

Ecsialica CD 

335 

Diamond Edge 3d 2200 $329 

Thrustmaster FCS Pro $99 

Star Trk Generation CD $41 

Calia^095CD 

$47 

Elk Moon Murder CD 

$27 

GmeWave 32 Pro ISA $199 

T-mstrFLCSys(F16) S108 

Syslem Shock CD 

$15 

Carrier Strike 

S39 

Entombed CD 

$29 

Game View $99 

T-mster FLCS Limited 3499 

Tek War CD 

$46 

Caslle Wollslein 

$25 

Entomorph CD 

$35 

Game Zapper $47 

T-mslr FCSMk2/ Fit Del $58 

Tek War Special Ed CD$52 

Champion ol Krynn CD $16 

Extractors CD 

$34 

Matrox Millenium Acc $319 

T-mst Gme Card (ACM)$25 

Terra Nova CD 

$41 

Chewy Esc from F5 CD $44 

Fade to Black CD 

$47 

Reel Magic Vid Upgrade $99 

T-mster Pinball System $29 

Twisted Metal CD 

340 

Chronicles of Sword CD$40 

Fighting Fantasy CD 

$40 

ShareVision PC 300 $629 

T-master Pro Play Golf 3559 

Ultimate Doom 

$31 

Chronomaster CD 

$47 

Flash TrallicCD 

$39 

ShareVision PC 300031339 

T-msler Rudder SystemS98 

Ultimate Doom CD 

$31 

City 2000 CD 

$19 

Flashback CD 

$35 

SpeedSlarProSEVLBS179 

T-mstrWeapn SystMk2S88 

Ultimate Doom W95 CDS37 

Commander Blood CD 

$39 

Fight of Amazon Queen $19 

Speedstar Games Kil $169 

T-mslr XLC, CD Bundle $44 

Warhammer 40K CD 

$39 

Conspiracy CD 

$30 

Fortress of Dr, Radiaki 

$15 

Speedstar Gm Kil PCI $169 

Total Control Virtual Ctrl $25 

Witchaven CD 

$39 

Corridor 7 CD 

$29 

Fourplay 

$19 

Velocity Grph Accllralr $399 

VFX 1 Virt Headgear $995 

XS CD 

$37 

Creation CO 

$52 

Fox Hunt CD 

$47 














call NOW to M. 800-699-4263 

Checks held 4 wwks. Money Orders under $200 same as cash. COO $8. Defectives replaced with same product. Most Items shipped same day. Shipping times may vary. Price/avallabiliiy may change. All sales final. Call for details. 



DAEDALUS 
ENCOUNTER’ 
Spaceship sal- 
vage expert An' is 
running from a 
massive star that 
fries passing 
spaceships like 
bugs hitting a 
light. To make 
things worse, her 
salvage vehicle Is 
entangled in a 
crippled space- 
craft! 3D game 
play. CD S29 



•CRYSTAL 
CALIBURN' A 
truly great pinball 
game is more 
than great 
graphics and 
spectacular 
sounds, more 
than the latest 
arcade features 
like 3D ramps 
and three multi- 
ball play. It's one 
that keeps you 
coming back for 
more! $29 



‘THE COMPLETE 
CARRIERS AT 
WAR’ provides a 
total picture of car- 
rier combat no 
other simulation 
has matched for 
both excitement 
and historical 
accuracy. It con- 
tains C.A.W. 1 , 
C.A.W. 2, the 
Construction Kit, 
the War Scenarios 
as well as new 
scenarios. CD S42 


‘SAIL 95’ 
Experience the 
challenge of high 
performance rac- 
ing as you control 
a multi-million dol- 
lar lACC yacht. 
The official simu- 
lator of the 
America's Cup 
features adv- 
anced Al, sound, 
and fully animated 
3D graphics in 
1024 X 768 reso- 
lution. CD $43 


'THRUSTMAS- 
TER F-16 TQS’ 
You’ve got one of 
the best flight sim- 
ulators on the 
market and the 
software is rtwre 
sophisticated than 
the best the mili- 
tary had just a few 
years ago, but 
you're still using 
your keyboard to fly it? With the TQS” you'll be flying 
that bird from an F-16 Cockpit! User configurable, 
thumb trackball, fore and aft throttle movement, dogfight 
switch and Ihrottte tension adjustment wheel. $108 




■WIZARDRY 
GOLD’ The 
upgraded and 
enhanced ver- 
sion of the best 
role playing 
game of all time 
- Crusaders of 
the Dark Savant 
is now available 
for WIN 95. New 
screen savers, 
etc. And yes. 
you can import 
your existing 
parties. CD $35 


1 IBM ADVENTURE I 

1 IBM ADVENTURE | 

1 IBM ADVENTURE | 

1 IBM ADVENTURE | 

1 IBM ARCADE 

■ 


Frankenstein CD 

$46 



Promised Land CD 

$41 



3D Ultra Pinball CD 

$40 

Lgano or rvyranoia u 

star irex: Hcaaemy uu:»40 

GAME OFFER 

Freddy Pharkas CD 

$32 

Legends o( Don Huang $44 

Psychic Detective CD 

$44 

StarTrek; Voyager CD $48 

Alpha Storm CD 

$37 

Freelancer 2120 CD 

$41 

Leisure St Larry Anth CDS47 

Psychoiron CD 

$17 

Starship Troopers CD 

$39 

BC Racer CD 

$25 

Spend the specified amount 

Full Throttle CD 

$45 

Lion CD 

$39 

Quantum Gate CD 

$19 

Synnergist CD 

$40 

Batman Forever CD 

$44 

on any fo stock software and 

G-Nome CD 

$43 

Loadstar CD 

844 

Quest lor Glory 4 CD 

$18 

Terminator 2029 CD 

$29 

Battle Beast; Dead On 

$44 

choose a free IBM Bsine from 

Gabriel Knight 2 CD 

$55 

Lost Eden CD 

$39 

Re-Elect JFK CD 

S32 

TerminalonF Shock CD $44 

Chaos Engine CD 

$19 


Gateway 2 

$25 

Lost Files of Sherlock 2 $44 

Relentless CD 

$25 

Terror of the Deep CD 

$36 

Corpse Killer CO 

$35 


GoblllinsCD 

$19 

Lst Mind of Dr Brain CD $36 

Return to Zork:Nemesls$45 

The Dig CD 

$47 

DefCon 5 CD 

$42 


GrailQuest 

$17 

Lost in Town CD 

$44 

Riddle of Master Lu CC 

($48 

The Prophecy 

$19 

Dimension CD 

$37 


HardJack CD 

$48 

Maabus CD 

$25 

Riltwar Legacy 

$23 

The Trial CO 

$44 

Dragons Lair 2 CD 

$39 

Sports Shorts CD, Precision 

Harvester CD 

S46 

Martian Chronicles CD 

$40 

Ripper CD 

$48 

Time Commando CD 

$45 

Earthworm Jim CD 

$44 

Approach 3.S, Alihome Ranger 

Heart of Darkness CD 

$55 

Mirage CD 

$40 

Rivers of Dawn CD 

$41 

Time Gate CD 

$42 

EndorFun CD 

$25 

5.25, Cunshlp 5.25, FIS Strike 

Hell CD 

$45 

Mission 9 CD 

$44 

Robot City CD 

$32 

Tom & Jerry 

$18 

Extreme Pinball CD 

$29 

Eagle 2 3.S, Silent Service 2 

Hell Cab CD 

$19 

Mission Critical CD 

$39 

Robot Club CD 

$29 

Tommy CD 

$48 

FX Fighter CD 

$44 


HellraiserCD 

$52 

Monstrous City CD 

$44 

Sam & Max CD 

$16 

Tong Nau CD 

$40 

Full Tilt Pinball CD 

$24 


Homicide CD 

$40 

Morph Man CD 

$25 

Sato City CD 

$40 

Torin's Passage CD 

$50 

Hammer Slammers CO $46 I 

OfympiadS.S 

1 Have No Mouth CD 

$45 

Mortimer CO 

$42 

Scroll CD 

$38 

Total Distortion CD 

$44 

Hive CD 

$43 

SPEND $100 

Ice & Fire CD 

$46 

Myst CO 

$48 

Scrutiny CD 

$37 

Touche CD 

$25 

Hod) a Pod] CD 

$25 

Flight Sim TQolkll 3.5, Return 

In the First Degree CD 

$46 

Necrobius CD 

$40 

Sea Legends CD 

$34 

Treasure Island CD 

$25 

Judge Oredd CD 

$40 

of the Phantom 3.S, 

Indestructibles CD 

$44 

Nibelrung Rng Cycle CD$39 

Secret Monkey Island 2 

IS21 

Trouble is my BIz CD 

346 

Last Bounty Hunter CD $37 

Conquered Kingdoms 3.5, 

Indiana Jones 4 CD 

$15 

Night Trap CD 

$25 

Sentient CD 

$40 

Under Pressure CD 

$28 

Lobo CD 

$34 


Indi Jones Desktop Adv $1 9 

No World Order CD 

$24 

Separation Anxiety CD 

$45 

Under Killing Moon CD 

$39 

Lode Runner 

$19 


Inherit the Eanh CD 

$24 

Noclropolls CD 

$27 

Shadow Caster 

$18 

Urban Decay CD 

$39 

Looney Labyrinth Pnball$29 


Into the Shadows CD 

$48 

Nomad CD 

$36 

Shadow ot Comet CD 

$25 

Virtuoso CD 

$39 

Mario’s Gallery CD 

$25 

Spellcasting 101 5.25. 

Jackihe Ripper CD 

$19 

Normality CD 

$48 

Shadows CD 

$40 

Virus CD 

$37 

Maximum Surge CD 

$35 

Railroad Tycoon 3,5 

Jewel of the Oracle CD $39 

Odyssey CD 

$44 

Shadows of Cairn CD 

$39 

Void Pirates CD 

$43 

Mega Man X CD 

$44 

SPEND $160 

Johnny Mnemonic CD 

$41 

Oltensive CD 

$34 

Sham Shpade CO 

$35 

Vortex CD 

$45 

Metal a Lace 

$27 

Star Trek Judgment Rites 3.5, 

Jonny Quest 

$26 

Operation Body Count 

$29 

Shannara CD 

$39 

Voyeur CD 

$46 

Mickey Mania CO 

$37 

Warlords 2 3.5, Ultima 

Journey to Center Earth S25 

Orion Conspiracy CD 

$40 

Shivers CD 

$37 

Waterworid CD 

$48 

Monster Island CD 

$44 

Underworld 2 3.5, Air Combat 

Journeyman Project 2 

$46 

Out of this World CD 

$31 

Silverload CD 

$38 

Welcome to Future CD 

$44 

Monty Python Waste CDS48 


Jurassic Park 

$29 

Pagemaster CD 

$44 

Simon the Sorcerer 

$19 

Wetlands CD 

$29 

Mortal Kombat 3 CD 

$46 


Karma CO 

$40 

Pandora Device CD 

$54 

Simon t' Sorcerer 2 CD 

$35 

Who Killed Sam Rupert $16 

Pinball Illusions CD 

$29 

Control Virtual Controller, 

King’s Quest 7 CD 

$25 

Panic in the Park CD 

$35 

Skyborg: Vortex CD 

$44 

WolfiHunt/ Hunted CD $19 

Pinball World CD 

$35 

Blood Bowl CO, Walls of Rome 

King's Ransom CO 

$32 

Parasite CD 

$37 

Slaughterhouse 5 CD 

$46 

Woodruff a Schnibble 

$32 

Primal Rage CD 

$47 

3.5, Royal Flush Pinball CD 

Kingdom O' Magic CD 

$38 

Phantasmagoria CD 

$53 

Space Quest 6 CD 

$45 

Wrath of the Gods CD 

$36 

Psycho Pinball CD 

525 

SPEND $200 

Knights Chase CD 

$42 

Pitfall CD 

$43 

Spee Ship Bralnlock CDS49 

XenoPhaqe CD 

$46 

Rebel Assault 2 CD 

$47 

Links Pro 3B6 CD, Under a 

Krazy Ivan CD 

$40 

Police Quest 5 CD 

$50 

Spaceship Warlock CD $29 

ZCD 

$48 

Royal Flush Pinball CD 

$22 


Kronolog: Nazi ParadoxS19 

Power Dolls CD 

$30 

Spawn CD 

$37 

Zeddas:Srvanl of Sheol $34 

Shell Shock CD 

$34 


L-Zone CO 

$40 

Predator CD 

$44 

SpycraltiGreat Gme CD$47 

Zeram: Ult. Alien CD 

$34 

Space Runner CD 

$42 


Labyrinth of Time CD 

$20 

Prince of Persia Collect SI 9 

StarTrek: Anniversary 

S26 

Zombie Dine CD 

$30 

Super Bubsy CD 

S33 

Jutland CO, Universal Never* 

Lawnmower Man 2 CD $44 

Prisoner of Ice CD 

$42 

Star Trek: Judgement 

815 

Zorro CD 

$39 

Super Pushover CD 

$24 

lock. Casino Gambler Kit 3.5 












CHIPS&BITS 


INC. 


PO BOX 234 DEPT10554 
ROCHESTER, VT 05767 
INT’L 802-767-3033 FAX 802-767-3382 


•DVERHIGffT SHIPPING In US $4 per order. Mail to Canada, PR, HI, AK, APO, FPO$4perorder.Wotfdwlilo airmail $6 per lleni. Handling $2petstilpnient. Hardware orders may lequits addillonafshliqitng charges. Visa, MC and Discover accepted. 



'HE)CN’ White you 
were battling the 
evil Forces d D'Sajil, 
the other Serpent 
Riders were busy 
sowing the seeds d 
destruction in other 
dimensions. 
Nexen’s a world lit- 
tered wti the man- 
gled corpses of 
nonbelievers and 
inhabited by the 
undead Followers 
that executed 
them. CD S49 



■CH PROD- 
UCTS F-16 
FIGHTER 
STICK' Features 
the most realistic 
Falcon jet stick 
grip evert When 
used in conjunc- 
tion with the Pro 
Throttle all 20 
buttons become 
programmable 
for a total of 40 
functions at your 
fingertips. 3 year 
warranty! S75 





‘CARD PLAY- 
ERS PARADISE' 
Embark on a trip 
full of adventure, 
intrigue and 
exploration as 
you travel around 
the worid playing 
your favorite clas- 
sic card games. 
Each exotic city 
has its own 
unique chal- 
lenges to provide 
infinite game 
play. CD S31 



‘WITCHAVEN’ 
Deep within the vol- 
canic pit of the 
Island d Char lies 
the mystical lair of 
Witchaven. There, 
witches dder than 
time itself cast a 
shadow of evil 
spells that shroud 
your people in 
rtever-ending daik- 
ness. The power d 
demons fester as 
the sun OTks below 
the horizon. CDS39 


IBM ROLEPLAYING 


IBM SIMULATIONS 


IBM SIMULATIONS 


IBM SIMULATIONS 


IBM SIMULATIONS 


Super SI Fghtr2 w/Ctrl $36 

Supreme Warrior CD $44 

Take-A-Break Pnbli CD $39 

Tetris Classic CD $19 

Thexder2CD $40 

Thunderstrike CD $44 

Time Pockets CD S46 

Total Domination CO $39 

Tri-Tryst CD $24 

WWF Arcade CD $45 

WWFHawCD $41 

Worms CD $34 

Zoop $26 


INTERACTIVE 

ENTERTAINMENT 

Receive an episode ol 
Interactive Entertain' 
ment CD ROM magazine 
FREE with any In stock 
software order. Offer sub- 
ject to change or cancel- 
lation without notice. 
Valid from 1/1/96 to 
2/29/96 or while supplies 
last. Quantities limited. 




SHIPPING 

Place an order for an 
out of stock software 
Item and receive FREE 
overnight shipping when 
the product becomes 
available. Handling $2 
per shipment. 


ADD of Three Worlds 

$26 

1943: Euro Air War CO $49 

D-Day:Op. Overlord CD$25 

Iron Angel CD 

$44 

Retribution CD 

$19 

Al-Qadim CD 

325 

1st Encounters CD 

$32 

Dark Ride CD 

$49 

Iron Assault CD 

$39 

Roll Cage CD 

$34 

Alien Legacy 

$36 

A.T. F. (Adv TactFghtr)$48 

Dawn Patrol 2 CD 

$42 

Jet Fighters 

$41 

SU-27 Flanker CD 

$46 

Anvil of Dawn CD 

$34 

A-10 Attack CO 

$42 

Dawn Ptrol:Head t'HeadS25 

Jet Pack CD 

$36 

Sail '95 

$35 

Arena CD 

$33 

A10 2: Silent Hunter CDS48 

Dead End CD 

$44 

Jet Ski Rage CD 

$39 

Sail Simulator 

$40 

Arena Deluxe CD 

$47 

AH 64D Longbow CD 

$48 

Death Race CD 

$34 

Jump Jet 

$22 

Sailing Simulators 

$52 

Betrayal at Antara CD 

$46 

Absolute Zero CD 

$42 

Delta V 

$19 

Last Dynasty CD 

$46 

Sailing Sim 3 Coasts ea $39 

Cobra Mission 

$29 

Aces Over Europe 

$22 

Descent 2.0 CD 

$46 

Lawn Mower Man CD 

$35 

Savage CD 

$40 

CyClones 

$39 

Aces of the Deep 2 CD $48 

Destruction Derby CD 

$40 

Locus CD 

$46 

Screamer CD 

$41 

Cyber Space CO 

$38 

Aces of t' Deep Mission $29 

Dream Web CD 

334 

M1 Tank Platoon 2 CD 

$48 

Sea Wolf CD 

$15 

CyberJudas CD 

$32 

Aces of the Pacific CD 

$25 

EarthSlege2CD 

$48 

Mag Zone CD 

$30 

Sensory Overload CO 

$42 

Dark Sun 1 or 2 CD ea 

$49 

Across Desert 1941 CD $48 

Elite Plus 

$19 

Max Overkill Bundle CDS40 

Shock Wave CD 

$44 

Death Keep CD 

$39 

Across the Rhine CD 

$45 

Evasive Aclion 

$28 

Max Overkill Mission 2 

$29 

Silent Hunter CD 

$46 

Death Knght ol Krynn 

$15 

Air Cmbat Pacific 1942 $16 

F-16 Fghting Falcon CC 

I $44 

Max Overkill Mlti-Player$48 

Silent Services 

$16 

Disciples of Steel CD 

$22 

A.C.P. 1942 Gold CD 

$42 

F-19CD 

$14 

Mech Commander CD 

$40 

Silent Steel CD 

$45 

Dungeon Master 2 CD 

$38 

ACS Navy Fighters CD $47 

F15 Strike EagleSCD 

$48 

MechWarrior 2 CD 

$46 

Sky Warriors CD 

$35 

Elder Scrolls 2 CD 

$48 

ACS Navy Fighters Exp $25 

FA 18 Hornet CD 

$54 

MechWarrior 2 Exp CD $26 

Slipstream 5000 CD 

$35 

Forgotten Realms CD 

$44 

ACS Navy Fighter Gold $48 

Falcon 4.0 CD 

$52 

MechWarrior 2 NetMech $15 

Space Academy CD 

$47 

Gateway Savage FrontrSl6 

Air Havoc Controller CD $33 

Falcon Gold CD 

$52 

Metal Lords CO 

$34 

Spectre VR CD 

$29 

Halls of the Dead CD 

$40 

Air Warrior 2 CD 

$40 

FastAllackCD 

$44 

MetalTech; BDrome CDS21 

Star Crusader CD 

$27 

Hunters ot Ralk CD 

S4B 

Airpower CD 

$35 

Fighter Duel Pro 2 CD 

$34 

MetalTech: ESiege CD $47 

Star Crusadr Msn/Spch St 9 

IsharS CD 

$33 

Al Unser Jr Racing CD 

$33 

Fighter Wing or CD 

$36 

MetalTech: ESiege Exp $33 

Star Rangers CD 

$44 

Kingdoms CD 

$40 

Apache CO 

$45 

Fighting Falcon CD 

$47 

MlalTech: ESiege Spch $20 

Strike Commander CO 

$15 

Knights of Xentar 

$31 

Archimedean Dynasty 

$44 

Fleet Defender Gold CD $42 

Microsoft Flight Sim 5.1 S4B 

Stunt Driver CD 

$14 

Lands of Lore 2 CD 

$46 

Armored Fist CD 

$28 

Flight Light CD 

$19 

Msoft Flight Sim 5.1 CD $53 

Sub Battle Sim 2 CD 

$39 

Lords ol Midnight CO 

347 

Army Air Corps; '42 CD $48 

Flight Sim ToolKit 

$16 

MS Fight Sim FIgh ShopS38 

Sub War 2050 Plus CD $19 

Might & Magic Trilogy 

319 

Assault Rigs CO 

$40 

Flight Unlimited CD 

$48 

Mig 29 Gold CD 

$49 

Super Tnk Commander $40 

Ravenloft 2 CD 

$46 

Battlecruiser 3000 CD 

$45 

Flying Aces CD 

$49 

Nascar Racing 

$39 

SuperKarts CD 

$24 

Realm ol Arkania 3 CD $46 

Big Red Racing CD 

$41 

Flying Corps CD 

$44 

Nascar Racng Trks CD $24 

T-MEK CD 

$38 

Ring of Medusa GId CD523 

Black Knight CD 

$38 

Flying Nightmares 2 CDS42 

Net Racer CO 

$44 

TFX CD 

$36 

Robinson Requiem CO $29 

Chaos Control CO 

$34 

Flying Tigers CD 

$42 

Phoenix Fighter CD 

$49 

TFX EF2000 CD 

$45 

Shadow Caster CD 

$15 

Chopper Strike CD 

$52 

Frontier Elite 2 

$19 

Power Boat Simulator 3 $46 

Tank CD 

$14 

StarTrail CD 

$36 

Comanche 2 CD 

$33 

Fury Cubed CD 

$39 

Rapid Assault CD 

$28 

Tank Commander Net 

$46 

Star Trek Deep Spce 9 $41 

Combat Air Patrol CD 

$25 

Great Naval Battles CD $42 

Raven Project CD 

$39 

Task Force Admirals Pk $29 

StarTrk TNG; Unity CD $46 

Combat Classics 2 

$19 

Grey Wolf CD 

$19 

Reach for the Skies 

$16 

Terminal Velocity 

$29 

Stonekeep CO 

$50 

Command CD 

$47 

H.A.W.C. CD 

$35 

Heal Weather Pilot 

$14 

Terminal Velocity CD 

$36 

Terracide CD 

$42 

Confirmed Kill CD 

$42 

Hi-Octane CD 

$44 

fled Baron Tnk Kller CD$26 

The Darkening CD 

$54 

Thunderscape CD 

$44 

Cyber Race CD 

$32 

Indy Car Racing 2.0 CD$48 

Red Baron w/Mssn BldrS29 

The Need lor Speed CD $47 

Ultima 9: Ascension CD $52 

Cyberbykes CD 

$31 

Indy Car Rce Compiled $25 

Red Ghost CD 

$42 

Tie Fighter 

$29 

Ultimate Fantasy CD 

$39 

Cyberspeed CO 

$39 

Inlemo CD 

$44 

Renegade CD 

$36 

Tie Fighter Collector CD $47 

Wizardry Gold CO 

$35 

Cyclemania CD 

$34 

Interactive Sailing CD 

$45 

Renegade 2 CD 

$26 

Top Gun:FireAtWill CD $45 












call NOW to Onl.. 800.699-4263 

ChBcks held 4 weeks. Money Oiders under $200 same as cash. COD SO. Defectives replaced with same product. Most Items shipped seme day. Shipping times may vary. Price/avallability may change. All sales final. Call lor details. 



'THE LAST 
BLITZKRIEG’ 

will put you in the 
heat of Hitler's 
last chance at 
victory in the 
West. Detailed 
battles, new land 
combat system, 
operational artifi- 
cial intelligence, 
six scenarios, 
replay feature for 
reliving battles, 
network and mo- 
dem playl CD $41 



•SILENT 
HUNTER’ 
Authentic W.W.II 
film footage, cine- 
matics and narra- 
tion throughout the 
game will give the 
player a historical 
feel of what it was 
like to cximmand a 
submarine during 
the war in the 
Pacific. Choose a 
variety of American 
submarines used 
in W.W.II, CD $46 



'METAL LORDS: 
THE INNER CIR- 
CLE' Millifary 
conquest, 
resource man- 
agement and a 
wide range of 
missions test 
players as they 
strive to become 
the ruling Duke of 
a torn empire. 
Ten royal houses 
vie for domination 
of the interstellar 
empire. CD $34 



‘THE DIG' A team 
of astronauts are 
mysteriously 
transported to an 
alien world where 
they uncover arti- 
facts of an 
ancient, yet 
advanced civiliza- 
tion. They must 
sill through the 
ruins and assem- 
ble the neces- 
sary technology 
to take them 
home. CD $47 


IBM SIMULATIONS H IBM SPORTS H IBM STRATEGY H IBM STRATEGY 


Tower $42 

Trophy Bass CD $48 
U-Boat $34 

U-Boat 2 $36 

UllrabolsCD $15 

VetteCD $14 

Virtual Karls CD $41 
Warhawk CD $40 

Wrewolf/Comanche CD $48 
Whiplash CD $46 

Wing Commander 3 CD $33 
Wing Commander 4 CD $54 
W Commander Armada $15 
Wing Nuls CD $34 

Wings of Glory CD $25 
Wipe Out CD $40 

Wolf Pack CD $15 

Wfid Circuit GP 2 $41 

World Circuit 2 Net CD $42 
Wrld Circuit GP2 MngerSAi 
X-Car Exp Racing CD $44 
X-Wing $23 

X-Wing Collector's CD $24 
X-Wing Mission Disk eaS19 
Yeager Air Combat CO $1 5 
Zone Raiders CD S41 


IBM SPORTS 


3-Decathlon CD $42 

3D Table Sports CO $26 
APBA Baseball $24 

APBA Baseball 3 CD $37 
All Star Baseball CD $40 
Blood Bowl CD $29 

Brett Hull Hokey '95 CD $29 
ESPN 2 Extreme Gmes $34 
ESPN Hockey CD $40 
FIFA Intrnt’l Soccer '96 $40 
Frank Thomas Baseball $44 
Front Page FB Pro ‘95 $47 


Front Page FB Pro '96 $48 
Front Pg Sprts Bsbil '96 $48 
Gone Fishin' CD $25 
Hardball 5 CD $40 

Hooves of Thunder CD $35 
Internatnal Tennis Open $44 
J Nicklaus Muirfield CD $40 
Jordan In Flight CD $13 
Links Pentium CD $49 
Links Pro 386 $16 

ML Personal Pro Golf $19 
Madden Football 96 CD $40 
Microsoft Baseball CD $51 
NBA Airborne '95 CD $40 
NBA Jam Tournament $44 


NBA Live 95 CD $47 

NBA Live 96 CD $40 

NCAA Football CD $44 

NFL '95 $24 


NFL Coaches Club FB $14 
NFL Quarterbk Club '96 $45 
NFL Super Bowl CD $39 
NHL Hockey '96 CD $44 
N Faldo Champion Golf $34 
Old Time Baseball CD $48 
PBA Bowling CD $32 
PGA Tour Golf 96 CD $44 
QB Attack CD $35 

RBI Baseball ‘96 CD $40 
Rugby World Cup '95 $40 
Skins Game at Bighorn $37 
Title Fight Pro Boxing $33 
Tom Landry Football $24 
Troy Alkman Ftball CD $42 
Ultimate Ftball '95 CD $25 
Unnecessary Rough ‘96$42 
VR Sports Golf CD $42 
VR Sports Soccer CD $42 
Virtual Golf CD $25 

Winter Sports CD $28 
World Hockey 95 CD $24 


1830: RR & Robbers 

$34 

Deadline CD 

$38 

Advanced Civilization 

$39 

Detroit CD 

$15 

Aitbux 1-2 CD 

$19 

Dominus CO 

$19 

Alexander CD 

$43 

Dragon Force 

$16 

Allegiance CD 

$34 

Dune 2 

$23 

Arctic Baron CD 

$16 

Dungeon Keeper CD 

$48 

Ares CD 

$42 

Empire 2 CD 

$34 

Ascendancy CD 

$44 

Empire Builder CD 

$39 

Awful Green Things CD $35 

Empire Deluxe 

$19 

Battle Bugs 

$37 

Empire Deluxe Mstr Ed 

$22 

Battle Isle 2200 CD 

$19 

Escalation CD 

529 

Battles in Time CD 

$35 

Exploration CD 

$40 

Black Beard CO 

$34 

Fantasy Empires 

$19 

Breach 3 CD 

$40 

Fantasy Flefdom CD 

548 

Buzz Aldrin Race SpaceS29 

Fight Commander 2 CD $38 

C-E.O. CD 

$43 

Fort Apache 

$19 

Caesar 2 CD 

$47 

Front Lines CD 

$39 

Capitalism CD 

$42 

Gazillionaire CD 

$14 

Castles 2 CD 

$25 

Genghis Khan 2 

534 

Celtic Tales CD 

$34 

GettysburgiTrning Point $15 

Citizens CD 

$42 

Grandest Fleet CD 

$29 

Civilization CD 

$24 

Great Naval Biles 3 CD $41 

Civilization 2000 CD 

$42 

Great Naval Biles 4 CD $43 

Civilization Network CL 

i$47 

Hammer of the Gods 

528 

Clash of Steel 

$19 

Harpoon 2 Battle 4 CD 

$20 

ClockWerx CD 

$24 

HercForce CD 

$48 

Colonization 

$19 

Hero Might & Magic CD 534 

Colonization CO 

$19 

High Seas Trader CD 

$41 

Colonization WIN CD 

542 

Incredible Mchine 2 CD 

$39 

Colonization Gold CD 

$48 

Into the Void CD 

$44 

Cmmand&Conquer CD 

$47 

Jagged Alliance CD 

$46 

Cmmar^d/Conquer 2 CD $50 

Jutland CD 

$29 

Cmplete Carriers at WarS42 

Kingmaker 

$34 

Conquer (or Windows 

$19 

Konquest CD 

$35 

Conquered Kingdoms 2536 

Lemmings CD 

$25 

Conqueror A. D. 1086 

$44 

Lemmings 2;The Tribes 

;$15 

Conquest of New World$46 

Lemmings 3D CD 

$40 

Corporate Colonies CD $35 

Lemming Chronicle CD 

$35 

Crisis In the Kremlin 

$29 

Lemmings Paintball CD 

$31 

Critic’s Choice CoHectn $25 

Lords of the Realm CD 

$39 

Oarklegions CD 

$29 

Lost Admiral 2 CD 

$39 


• S U - 2 7 
FUWKER' It’S no 
rumor, the 

Russians are 
coming, and 

they’ve got the 
most amazing 
flight simulator 
you've ever seen. 
It's the first flight 
sim to fly under 
state of the art 
Windows 95 technology! Modeled after the awesome 
SU-27 Flanker by a team of Russian aerospace profes- 
sionals, SSI’s SU-27 Flanker is being haled as the most 
realistic flight sim ever for the PC! CD $46 




‘DUNGEON KEEPER’ As an ultra evil sorcerer who 
has collected a hoard of treasure over decades of 
thievery and other mischief, you now retreat into your 
dungeon to enjoy your unjust rewards. CD $48 


IBM STRATEGY 


Machlavelli t' Prince CD$19 


Maelst $23 

Marco Polo CD $37 

Master of Antares CD $41 
Master of Magic $25 
Master of Orion $25 

Master of Orion CD $25 
Meta! Marines $27 

Metal Marines Msler EdS48 
Meta! Storm CD $48 

MllleniaCD $42 

Navy Strike CD $42 

New Horizons CD $34 
Northlands CD $39 

OceanTraderCD $44 
Operation Crusader CO $39 
OrionBurger CD $39 

Outpost $38 

Outpost CD $44 

Outpost Add On CD $33 
Outpost 2 CD $45 

PTO 2 CD $34 

Patrician CD $36 

Pax Imperia 2 CD $46 
Perfect General $21 

Pirates Gold CD $19 
Pizza Tycoon or CD $25 
Power House CD $26 
Power; The Game CD $29 
Project USA CD $25 

QiniTomb Mid Kingdom $34 
QwirksCD $19 

Railroad Tycoon CD $14 
Railroad Tycoon 2 Dix $24 
Reunion CD $33 

Rogarian Agenda CD $39 
Romance 3 Kingdoms 3 $39 
Romance 3 Kingdoms 4 $39 
Sabre Team $25 

Sabre Team CD $29 

Second Conflict $34 


f?TT^ 


GAME OFFER 

Spend the specified amount 
on any in stock software and 
choose a free IBM game from 
the corresponding Ifst below. 
Request most be made at 
time of order. 

SPEND S60 

Battles of Desliny 3.5, ESPN 
Sports Shorts CD, Precision 
Approach 3.5, Airhome Ranger 
5.K, Gun^lp 5.25, FIS Strike 
Eagle 2 3.5, Silent Service 2 
3.5, Rules of Engagement 5.25, 
Conquered Kingdoms Seen. 
Disk 3.S, Origamo 3.S, Bridge 
Olympiad 3.5 

SPEND $100 
Flight Sim Toolkit 3.5, Relum 
of the Phantom 3.5, 
Conquered Kingdoms 3.5, 
MacArthurs War 3.5, Or. 
Floyd’s Desktop Toys 3.5, 
Megatraveller Zhodanl 5.25, 
Storm Across Europe 5.25, 
Speilcasting 101 5.25, 
Railroad Tycoon 3.5 
SPEND $160 
Star Trek Judgment Riles 3.S, 
Warlords 2 3.5. Ultima 
Underworld 2 3.5, Air Comhat 
Pacific 1942 3.S, Alone in lire 
Dark 3.5, Sail Simulator 3.5, 
Simon the Sotcetor 3.5, Total 
Control Virtual Controller. 
Blood Bowl CD, Walls of Rome 
3.5, Royal FIttsh Pinball CO 
SPEND $200 
Links Pro 3B6 CO, Under a 
Killing Moon CD, Falcon 3.0 
3.5, Mau Cobra Flight Stick, 
Harpoon Classic CD or Win, 
Cotiqilete UMS, Harpoon 2 3.S, 
Jntland CO, Universal Never- 
lock. Casino Bambler XII 3.5 I 
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■WING COMhAAN- 
DER IV’ Men of 
ambition try to 
use the aftermath 
of a galaxy span- 
ning war to pro- 
mote their own 
greed for power. 
16 bit movies 
with full stereo 
sound, better 
than ever game- 
play and beauti- 
ful photo realistic 
textures on the 
fighters. CD S54 



■ULTIMATE 
DOOM’ Now you 
can get the com- 
plete original 
megabit plus an 
all new episode 
that will blow you 
away: Thy Flesh 
Consumed. 
These nine 

never seen 

before expert 
levels will make 
the first 27 seem 
like a walk In the 
park! CD S31 



‘WOODEN SHIPS 
& IRON MEN’ 
Take command of 
the mightiest 
American, British, 
French and 
Spanish warships 
deployed during 
the American 
Revolution and 
Napoleon eras. 
Choose from 17 
historical ship to 
sh^ and fleet sce- 
narios or design 
your own! CD S39 



'TIE FIGHTER; 
COLLECTOR’S 
EDITION’ Through 
their treachery on 
Yavin, the alliance 
of rebels and other 
criminals has 
threatened the very 
foundation of the 
Empire. As an 
Imperial Navy 
Starfighter pilot, 
you will safeguard 
imperiled lives 
throughout the 
Galaxy. CD $47 



‘POLICE QUEST 
5: SWAT AS- 
SAULT Serve as a 
cop in the efite Us 
Angeles Police 
Department's 
famous D Platoon, 
Le^ about the tac- 
tics, weapons and 
equipment actually 
used by SWAT offi- 
cers. Test your 
knowledge and skfl 
as you deal with 
real life crisis situa- 
tions. CD $50 



‘THE HIVE' 
Battle intricate 
obstacles, 
scores of viper 
ships, and hell- 
ish Hivasects in 
this non stop 
action, arcade 
game. The Hive 
employs breath- 
taking 3D ren- 
dered graphics, 
digital stereo 
sound and heart 
pounding game 
play. CO $43 


IBM STRATEGY H IBM STRATEGY H IBM TRADITIONAL H IBM WAR H IBM HINT BOOKS ■ IBM HINT BOOKS 


Serf City: Life Is Feudal $37 


Settlers 2 CD S44 

Shadow of Emperor CD $44 
Sim An! CD $40 

Sim Ant Windows $19 

Sim City CD $47 

Sim City CIssic Set 1&2 $14 
Sim City 2000 $29 

Sim City 2000 WIN $42 

Sim City 2000 CD $53 


Sim City 2000 Cllection $5B 
Sim City 2000 Cllct WIN $59 
Sim City 2000 Seen 1 $14 



INTERACTIVE 

ENTERTAINMENT 

Receive an episode of 
Interactive Entertain- 
ment CO ROM magazine 
FREE with any in stock 
software order. Offer sub- 
ject to change or cancel- 
lation without notice. 
Valid from 1/1/96 to 
2/29/96 or while supplies 
last. Quantities limited. 


SHIPPING 

Place an order for an 
out of stock software 
item and receive FREE 
overnight shipping when 
the product becomes 
available. Handling $2 
per shipment. 


Sim Earth CD $40 

Sim Life $29 

Sim Town CD $33 

SImIsleCD $35 

SimTower CD $31 

Space Bucks CD $40 

Space Hulk CD $15 

Space Marines CD $44 

Space Miner CD $36 

Spaceward Hoi 4 $24 

Slar Base CD $42 

Star Control 3 CD $46 

Star Reach CD $36 

Starship $15 

Subversion $19 

Syndicate Pius CD $15 

Syndicate Wars CO $45 

Terminator 2 Chsswars $24 
The Complete UMS $44 

Theme Park CD $39 

Tiny Troops CD $44 

TransportTycoon CD $24 

Transport Tycoon Dlx $42 


Unnatural Selection CD $29 
Virtual Corporation CD $38 
Visions of Gloiy CD $39 


Walls of Rome $19 

Warcraft $39 

Warcraft 2 CD $46 

Wrhammer: Homed Rat $43 
Warlords 2 $19 

Warlords 2 Dlx CD $41 

Warlords 3 CD $42 

Woodn Ship & Iron Men $39 
WorldsatWar $19 

Worlds of War CD $48 


X-Com: Tactical CD $41 
X-Com: Terror Deep $39 
X-Com: Apocoiypse CD$42 
X-Com: UFO Defense $24 
Zig-Zag CD $29 


Any One For Cards CD $25 
Avatar CD $38 

Avery Cardoza's Casino $24 
Avery Cardoza's Poker $24 
Bobby Fischers Chess $26 
Bridge Deluxe 2 CO $43 
Bridge Master Champ $39 
Caesar Wrid of Gambig $37 
Card Plyrs Paradise CD$31 
Casino Deluxe CO $24 
Casino Gambler Kll $29 
Chessmaster 5000 CD $44 
Dealer’s Choice Cllectn $25 
Dragon Dice CD $44 
Game Wizzard Pro $32 
Hoyle Classic Cards CD 540 
Hyper 3D Pinball CD $34 
Icebreaker CD $29 

Incredible Mchine 2 or 3 $39 
Jeopardy CD $29 

Magic the Gatherirtg CD $41 
Mega Maze CD $26 
Monopoly CD $40 

Ms. Metaverse CD $32 
Paparazzi CD $36 

Prfect Player Poker CD $24 
Pool Champion CO $33 
Shanghai: Grt Mmnt CDS26 
Solitaire Dlx CD $25 

Solitaires Journey 2 CD $35 
TV Guide Cfsswrds CD $1 9 
Take Y'r Best Shot CD $20 
Tang Chi CD $25 

The Infinity Machine $39 
USCF Chess CD $40 
Ultimate Backgammon $19 
Universal Neverlock $19 
Vld Gme Solution 2 CD $19 
Virtual Pool CD $40 

Virtual Vegas 2 CD $24 
Wheel of Fortune CD $31 


7lh Fleet CD $39 

Allied General CD $43 

Battle of the Bulge CD $42 
Battle of Chickamauga $42 
Battleground ea CD $42 
Bynd Squad Leader CDS45 


Blue and the Grey $36 
CincPac: Midway $39 
Civil War 1861 -64 CD $38 
Custer's Last Command $32 
D-Day; A. Invades CD $39 
Delend the Alamo $19 
Drumbeat CD $42 

Fantasy General CD $44 
Fields of Glory $14 

Filth Fleet CD $39 

Flight Commander 2 $38 

Gene Wars CD $44 

Great Naval Biles 4 CD $43 
Harpoon 3 CD $39 

iron Cross 2 CD $39 

Last Blitzkrieg CD $41 
Operation Europe CO $34 
Panthers In the Shadow $42 
Panzer General $35 
Perfect General 2 CD $30 
Return 1o Falklands $28 
Road from Sumter 2 $29 

Rommel at El Alamein $36 
Seventh Fleet $36 

Sid Meiris Civil War CD $58 
Sons of Liberty $15 

Stalingrad CO $39 

Steel Panthers CD $39 
The Pure Wargame CD $29 
This Means War CD $24 
USS TIconderoga CD $33 
Victory at Sea CD $42 
WW 2; 1939-1945 CO $40 
War College CD $32 


Wargame Cnsirucllon 3 $39 


7th Guest 2: lllh Hour $16 
AH64-D Longbow $1 8 
Aces of the Deep $16 
Across the Rhine $16 
Alien Legacy $16 

Aliens $16 

Alone in the Dark 3 516 

Ascendancy $16 

Blotorge $17 

Civllizalion Network $10 
Celtic Tales $16 

Colonizalion $16 

Command & Conquer $16 
Conquer A. D. 1086 $16 

Crusader: No Remorse $18 
Cybermage $18 

Dark Forces $16 

Dark Sun 1 or 2 ea $12 
Death Gate S8 

Descent S16 

Dlscworid $16 

Doom 2 Survival $12 
Dragon Lore $16 

Dungeon Mester2 516 
FIFA Intrntn'l Soccer 96318 
Fade to Black $18 

Fantasy Hole-Playing $16 
Fleet Defender $16 

Frankenstein $16 

Full Throttle $16 

Gene Wars Si 8 

Goblilins2 $10 

Harpoon 2 $16 

Heart of Darkness $16 
Hero of Might & Magic $16 
Jagged Alliance $18 
Jet Fighter 3 $16 

Journeyman Project 2 $16 
Kingdom; Far Reaches $12 
Kllk&Playl-O $16 

Legend of Kyrandia 3 $12 


Leisure Suit Larry 6 $10 

Lemmings Chronicles $12 
Lords of Midnight $16 

Magic Carpet 1 S 2 $18 

Magic the Gathering $10 

Master of Magic $16 

Marco Polo SI 2 

Mechwarrior2 $16 

Menzoberranzan $12 
Motel Lords $16 

Microsoft Flight Sim 5.1 $16 
Monty Python's Waste $12 
Nociropolls $12 

PGATourGolf96 $18 
Panzer General $16 

Phantasmagoria $16 
Prisoner of Ice $16 

Riddle el Master Lu $16 
Riftwar Legacy $16 

Rise of the Triad $19 
Roleplaying Companion $19 
Romance 3 Kingdoms 4S16 
Simisle $16 

Space Quest 6 $16 

Spaceward Hoi $10 
Star Trail $18 

Star Trek TNG: Unity $16 
Star Trek: Judgement $12 
Stonekeep $16 

TekWar $16 

Terminal Velocity $16 
Terra Nova $16 

The Darkening $18 

This Means War $16 
Thunderscape $16 

Total Distortion $16 

Warcraft; Ore & Humans $8 
Warlords 2 Deluxe $1 6 


WerewollV. Comanche$16 
Wing Commander 4 SI 8 
X-Com: Terror Deep Si 6 













can mwt. Me. 800-699-4263 

Checks held 4 weeks. Money Orders under $200 same as cash. COO $8. Oefeetives replaced with same product. Most items shipped same day. Shipping times may vary. Price/avallabiltly may change. All sales flnal. Call for details. 



“THE DARK EYE’ 
Set in a haunting 
nightmare world of 
murder and maJev- 
derx». Players are 
challenged lo 
unlock their fates 
within a twisted 
labyrinth populated 
by dozens of char- 
acters and chan- 
neled by plots and 
points of view 
inspired by the 
works of Edgar 
Allan Poe. CD $39 



‘UNDER A 
KILLING MOON’ 
Transports you to 
the virtual world of 
the feisty detective 
Tex Murphy. New 
features allow you 
to save and sjidlce 
scenes together. 
An amazing level 
of detail & free- 
dom of move- 
ment make this 
game visually 
and aurally stun- 
ning. CD $29 


IBM BUNDLES ■ IBM BUNDLES 


‘TOWER’ As a 
tower controller, 
you handle realis- 
tic aircraft takeoffs 
and landings, as 
well as aircraft 
ground move- 
ments through a 
360° degree 
panable out-the- 
window view. 
Based on FAA 
and Transport 
Canada training 
simulation soft- 
ware. CD $44 


'GANGSTER 
COLLECTION’ 
This collection of 
three American 
Laser Game titles 
consists of Clime 
Patrol, Who Shot 
Johnny Rock and 
Drug Wars. These 
three action 
packed games are 
sure to give you 
hours of heart pounding play time, with eveiySiing from 
battling a variety of criminal elements in Crime Patrol, a 
gangster whodunit in Who Shot Johnny Rock, and target- 
ing a illegal drug ring in Drug Wars! CD $23 



rOMER 



IBM BUNDLES ■ PLAYSTATION 



‘BATTLECRUIS- 
ER 3000 AD’ A 
spaceflight simu- 
lator, conquest 
and exploration 
supergame. 
Battlecruiser com- 
bines strategy, 
space combat 
simulation, and 
resource man- 
agement all in an 
exquisitely 
detailed and 
expansive 3-D 
universe. CD $45 


’CH PROD- 
UCTS PRO 
THROTTLE’ 
You can easily 
master the skies 
with this authen- 
tic left-handed 
throttle, mod- 
eled after the 
throttle found in 
the F-16 jet. 
Featuring 20 
programmable functions, Pro Throttle has 4 four- 
way switches and 4 push buttons, to give you 
access to a full range of combat features. Three 
year warranty! $75 



Aces Collection CD $48 
Aces over Europe, Aces 
over Pacific, Red Baron, 
Tank Klller.A-IOTnk Killer 
Atari 2600 Action Pack $25 
Boxing, Rdhing Derby, 
HERO, Seaquest, Chopper 
Command, Freeway, Sky 
Jinks, Cosmic Commuter, 
Kadoom, Frostbite, Pitfall, 
Spider Fighter, Crankpots, 
Gramd Prix, River Raid 
Attack Stack CD $28 
Journeyman Project Turbo, 
Novastorn.Doom 1, Chaos 
Continuum, Spectre VR, 
Lemmings Chron, Street 
Fighter 2, Crystal Calibum 
Award Winning WfgmesS38 
Carrier Strike, Grigsby’s 
Pacific War, Clash of Steel, 
Grigsby War In Russia 
Bullfrog Compilation CO $22 
Theme Park, Populas 1&2, 
Power Monger, Syndicate, 
Magic Carpet Demo 
Comedy Collection CD $19 
Bally Hoo, Bureaucracy, 
Hollywood, Nord & Burt 
Definitive Wrgames CD $28 
Decisive Btls of ACW 1 -3, 
Gold of America, Conquest 
of Japan. ODay Bttlefront, 
Global Domination, When 
2 Worlds War. Reach for t' 
Stars, Btles of Napoleon & 
26 Scenarios, Sward of 
Aragon, Wariords.Wrgame 
Construct Set 2 & 40 Sen 
Fantasy Collection CD $19 
Gangster Bundle CD $23 


EA Top Ten Pack 2 CD $29 
PGA Tour Golf, Indy 500, 
Hero’s of 357lh, Shadow- 
caster, Kasparov's Gambit, 
StarfIghI 2,7 Cities of GId, 
Grand Slam Brdge, Jordan 
In Flight, Wing Cmndr DIx 
Jungle & Desert Strike $29 
Masterpiece Collection $28 
Mile High Club Bun CD $26 
F-16 Falcin, FA-18 Hornet, 
F-23 Black Widow, MiG 28 
Fulcrum, F-14 Tomcat, 
B-52 Megafortress 
Mystery Collection CD $1 9 
Casino Master, Software 
Toolworks, Wrld Atlas V4, 
Spltware T-work Presents 
20th Cent.Almanack.Sprls 
Cardshop, Great Naval 
Battles, Earth Invasion, 
Megatlux Runners, 
Chessmaster3000 
PGA GolfAVorld Tennis $19 
Police Quest Anthology $48 
Power Hits:Bltletech CD $1 9 
Btech 1&2, MechWarrior 
SSI's Fantasy Fest CD $39 
Stalongrad, Fantasy 
Empires, Dungeon Hack, 
Ultimate Adventures 
Star Control (1&2) CD $19 
Strike Cmnder/Prlvateer$43 
Take Ten CD $32 

Dagger AmonRa, Evasive 
Action, Cookbook USA, 
Might Magic 3. T Landry 
Strat F6, CO Blaster, 
Publisher’s Paradise Lite, 
Humans, Reader Rabbit, 
Casino Pack 1 


The Archives CD $27 
Ultimate Gme Collec1ionS27 
Ultima 1-6, Spce VR CIsc, 
Jet Fght 2, Quantum Gate, 
Space Warlock, Spear 
Destiny, 2 CD’s (S15Val), 
PC Gamer Subscription 
Ultimate Family Games $24 
Subscription CD-Rom 
Today, 2 CD's ($15 Value} 
War at Sea Bundle CD $25 
Zool Bundle (1&2) CD $19 


IBM BUDGET 


Allied Forces $9 

Battles of Destiny $12 

Champions of Krynn $12 

Cyber Race $8 

ESPN Sports Shorts $9 

Falcon 3, Scenario 1 $1 2 

Grandest Fleet $12 

Hand of Fate $12 

Mullenium $6 

Origamo $12 

Power Hits: Sports $9 

Precision Approach $9 

Return of the Phantom $12 

Rules of Engagement S6 

Seal Team $12 

Shadow Sorcerer $9 

Solltares Journey 312 

Star Legions $10 

Tales Magic: Prophecy $9 


Ultrabots Sanction EarthS12 
Wiotory Market GardenS12 
VViclory Velikye Luki $12 
Wictory Utah Beach $12 
War on the Lance $9 
Warlords S6 

World Circuit $12 


Playstation System $31 9 


3-D Soccer $44 

3-DecalhlQn $52 

3D Baseball '95 $54 

7lhGuest2: 11th Hour $52 
Big Bass World Champ $52 
Boxing 96 $52 

Castlevanla:Bloodlettng $44 
Dark Sun $52 

Descent 2 S52 

FIFA Int'l Soccer 96 $52 

Frank Thomas Bseball $52 
Front Page FB or Bsball$58 
Hardball 5 $54 

King's Field 2 $52 

Madden NFL FIball 96 $52 
Magic Carpel $52 

Minnesota Fals Poof $52 
NBA 96 $52 

NBA In The Zone $44 
NFL Full Contact Ftball $44 
NFL Game Day $52 
NFLQuarterbk Club 96 $52 
NHL Hockey 96 $54 

Panzer General $52 

Power Sports Soccer $54 
RazorWing $54 

Road Rash $54 

Romance 3 Kingdom 4 $58 
SimTower $52 

Solar Eclipse $54 

Super Formalion Sccor $52 
Syndicate Wars $52 
VR Baseball $56 

VR Basketball $56 

VR Pool $56 

WarHawk:Red Mercury $54 
Warhammer Fantasy $52 
Werewolf: Apocalypse $66 
Wing Commander 3 $52 

X-COM: UFO Defense $52 


Carrier: Fortress at Sea $52 


Deadly Skies 

$52 

Foes of All 

$52 

NHL Hockey 96 

352 

Need for Speed 

$52 

PGA Tour 96 

$54 

Panzer General 

$42 

Space Hulk:Vengeance $52 

Star Fighter 

SS4 

Top Gun 

$54 

Wing Commander 4 

$56 

SATURN 

3D Baseball 95 

$54 

Center Ring Boxing 

$52 

Dark Stalkers 

$54 

Descent 2 

$52 

FIFA Internatn’I Soccer 

$52 

NBA Action 

$52 

NBA Jam Tournament 

$47 

NFL Full Contact Ftball 

$44 

NFL Quartrbck Club 96 

$52 

PT0 2 

$58 

Prime Time NFL FB 96 

$59 

Rally 

S52 

WWF Arcade 

$52 

Wing Arms 

$45 

CDl 

7th Guest 

$52 

Axis & Allies 

$44 

Kingdom: Far Reach 

$39 

Jeopardy 

$32 

Lemmings 

S32 

Myst 

$44 

NFL Trivia Challenge 

$44 

Star Trek Generations 

$26 

Third Degree 

$26 

Voyeur 2 

$52 


GAME OFFER 

Spend the specified amount 
on any in stock soltware and 
choose a tree IBM game from 
the corresponding list below. 
Request must be made at 
time of order. 

SPEND $60 

Battles ol Destiny 3.5, ESPN 
Sports Shorts CD, Precision 
Approach 3.5, Airborne Ranger 
5.25, Gunsbip 5.25, MS Strike 
Eagle 2 3.5, Silent Service 2 
3.6, Rules of Engagement S.25, 
Conquered Kingdoms Seen. 
Dl^ 3.5, Drigamo 3.S, Bridge 
Dlynqiled 3.5 

SPEND $100 
night Sim Toolkit 3.5, Return 
of the Phantom 3.5, 
Conquered Kingdums 3.5, 
MecArthurs War 3.6, Dr. 
Fluyd's Desktop Toys 3.5, 
Megatraveller Zhodanl 5.25, 
Storm Across Europe 5.25, 
Spelleasting 101 5.25, 
Railroad Tycoon 3.5 

SPEND $160 

Star Trek Judgment Rites 3.5, 
Warlords 2 3.5, Ultlrae 
Underworld 2 3.5, Air Combat 
Pacific 1942 3.5, Mone in the 
Dark 3.5, Sail Simulator 3.5, 
Simon the Snrceror 3.5, Total 
Control Virtual Controller, 
Blood Bowl CD, Walls of Rome 
3.6, Royal Flush Pinball GO 

SPEND $200 

Links Pro 385 CD, Uoder a 
Killing Moon CD, Falcon 3.0 
3.5, Mau Cobra Right Stick, 
Harpoon Classic CD or Win, 
Complete UMS, Harpoon 2 3.5, 
Jutland CD, Universal Never- 
lock, Casino Gambler Kit 3.5 | 
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DECK' is the 
first in the 
DECKMAS- 
TER series of 
c D 1 1 e c I e b 1 0 
trading card 
games from 
Wizards of the 
Coast. Feat- 
uring more 
Ilian 3CX) differ- 
ent cards. 60 in 
eacli deck, tliis 
Is a fantasy 
game of epic 
proporlions. S8 



■ G U R P S 
BASIC SET is 
the most flexble 
roleplaying sys- 
tem ever creal- 


GURPS 


Basic Set. you 
can adventure h 
any world you 
can imagine. 
Rulesaieindud- 
ed for al types of 
weapons from 
dubs to lasers, 
for iMzards and 
magic, with 
more than 100 
spcNs for psionic 
powers. S16 



‘CRISIS: 
KOREA 
1995' allows 
players to 
light a near 
future war on 
the peninsu- 
la. Players 
have access 
to virtually all 
available mil- 
itary assets 
of North and 
South Korea, 
as well as 
large forces 
from the 
USA and the 
PRC. S29 


BOARD GAMES H BOARD GAMES 


AMERICAN REVOLUTION 
1776 S22 

Give Me Liberty $25 

Rebels & Redcoats 1 or 2 oa $25 
Warot1012 $22 

ANCIENT 

•t Ballls of Arcient World $21 
4 More Qttls ol Ancient World 525 
AlexanderalTyre $18 

Alexander's Generals* $33 

Ancient Empires $29 

Andenl Empires Supplemonls: 
Alexander $10 

The Successors $10 

Ancienls $25 

Barbarians S33 

Baltles ol Alexander $33 

Battles of Alexander Modulo SIS 
Bailies of Ancienl World 2 $25 

Caesar: The Civil Wars $38 

Emperor's First Batlles $25 

Hannibal $35 

Imperator $21 

Peloponnesian War $29 

SPQR: Roman Batlles $33 

SPQR Modules: 

Africanus S13 

Consullor Roma $13 

Pyrric Victory $13 

War Elephant $16 

Siege ol Jerusalem $27 

VI Against Roma $27 

CIVIL WAR 

1662: Civil War $23 

1663:AmerCivllWar $26 

3 DaysofGoUysbuig $49 

A House Divided $20 

Across Five Apnls 2 $25 

Anlietam Campaign $25 

Army ol the Heahland $36 

Autumn of Glory $21 

Barren Victory $26 

Bloodiest Day $29 

Blue S Gray $25 

Bobby Lee: Amer Civil War $37 
Brolhar Against Brolhsr $33 

Campaigns of Civil War $2! 

Civil War $19 

Damn the Torpedoes $21 

Dixie: 1661 ea $9 

Gettysburg SIS 

Glory $30 

Guns ot Cedar Creelt $32 

Hallowed Ground $42 

Here Come ihs Rebels $23 


CIVIL WAR 

In Their Quiet Reids l or 2 S2S 

Lee Takes Command $22 

Marchg through Georgia $21 

Mississippi Fortress $22 

NoBellerPlacoToOlo $24 

Perryvllle $1B 

Raid on Richmond $21 

Roads to Gollysburg $24 

Sam Grant $42 

Stonewall Jackson's Way $27 

Stonewall in Ihe Valley $29 

The War tor the Union $32 

Thunder al the Crossroads $27 

War ol the Robcllion $28 

FANTASY 

Batlla Masters $42 

Dragon Dice $9 

Dragon Dice Set ea $5 

Dragon Lords $29 

Dragon Masters $42 

Dragon Quest $19 

Dragon Strike $33 

Dragonhunt $19 

Dungeon $16 

ElfOuest, 2nd Edition $20 

Hero Quest $29 

Hero's Quest Pack ea $10 

Leviathan $16 

Magic Realm $23 

Man O' War $42 

Man O' War/ PlaguB Fleet $29 

Man O' War/ Sea ol Blood $29 

Mertwig's Mazo Game $10 

Talisman. Srd Edition $44 

Talisman-Dragon's Tower $25 

Talismn-Dungeon ol Doom $25 

The Hobbit Adventure $29 

Titan $23 

Warhammsr Fantasy $48 

Warhammer Fantasy Ekpansion: 
Armies-Chaos $25 

Armies ea $16 

Cards ca SS 

Arcane Magic $25 

Battle Magic $28 

Conquest $20 

Warhammer Quest $47 

Warhammer Quest Expansion: 

Elf Ranger $13 

Imperial Noble Pack $13 

Troll Slayer $13 

Warrior Priest Pack $13 

Wizard's Quest $17 

Xanth $21 


MEDIEVAL 

Age ol Chivalry 2 $27 

Black Phnee $25 

Crossbows S Canons 2 $33 

Henry V $28 

Ironsides $28 

The Crusades II $28 

MODERN 

3rd Reel $27 

ein Fleet $23 

Across the Suez $13 

Attack Sub $19 

Back to Iraq $18 

Battleliold Europe $22 

Central America $23 

Crisis: Korea 1995 $29 

Crisis: Sinai 1973 $30 

Flashpolnl: Golan $29 

Flight Leader $21 

Gull Strike $29 

Harpoon $25 

South Atlantic War $10 

Troubled Waters $9 

Harpoon, Naval Review $14 

IDF (Israeli Defence Force) $29 
Main Bailie Tank $24 

Mid-Easi Peace $16 

Modem Naval Balllas Sl6 

Modem Naval Bills 2 or 3 aa $19 
Nalo $15 

Phanlom Leader $25 

Sinai Front $30 

Stand & Die $50 

TacAir $19 

Team Yankee $20 

The Speed ol Heal $36 

Thundarbolt & Apache $27 

Up Front Modulo $12 

RAILROAD 

1830:Railioads & Robbers $20 
1635 $49 

1856 $37 

1870 $38 

Advance Tracks lo Telluride $21 
Australian Rails $21 

Brlllsh Ralls $21 

Empire Builder $25 

Euiorails $25 

Express $11 

Great Western Railway 536 

Nippon Rails $21 

North American Roils $21 

Hall Baron $19 

Rocky Mountain Rails $13 

Tracks lo Telluride $42 


NAPOLEONIC 

BatllelorOrosdcn: 1613 $25 

Batlles lor Empires $32 

Batlles ol Waterloo $33 

Borodino $29 

Eagles ol Empire ea $29 

Empires In Anns $27 

Frm Vaimy lo Waterloo $30 

Napoleon's Batlles 2 S14 

Napolean's Battles Exp $13 

U Balallle: 

d'Aibuera-Espagnol $30 

d'EspagnolTalavora $40 

de Corunna-Espagnol $36 

de Ligny $39 

de Mont SI. Joan $33 

de Mont St. Jean Deluxo $62 

duNord: Belgium 1815 $33 

Napoleon al Leipzig $30 

Napoleon on Ihe Danube $19 

Napoleon's Campaigns: 

Italian Campaigns $22 

Leipzig Campaign $25 

Napoleon / Waterloo $30 

Peninsula Campaign $22 

Napoleon Wars Exp 2 or Sea $11 
The Emperor Returns $28 

The Napoleonic Wats $31 

WartolhoDoalh S21 

Wellington's Victory $16 

Wooden Ships & Iron Men $19 

SCIENCE FICTION 
Batitotoch, Objelive Raid $13 

Batllolech, 3rd Edition $19 

BatlleTech Cmpendium CD $33 

Blood Berots $29 

Blood Bowl $45 

Blood Bowl / Death Zone $29 

Critler-Tek $13 

Dragon Fire $21 

Federation & Empire Dluxe $38 

CarriarWar $17 

Special Oporotions $9 

Gateway lolha Stats $22 

Hacker lor 2 oa $16 

Imporlum, 2nd Edition $20 

Kill Zone $21 

Necromunda $44 

Roadkill $19 

Silent Death $42 

Space Marine $49 

Star Fleet Barilos $25 

Slarloree Terra S19 

Warhammer 40K $47 

Warhammer Quest $47 


STRATEGY 

Advanced Civilization $25 

Blackbeard $27 

Britannia $19 

CIvlllzallon $29 

Colonial Diplomacy $42 

Coup $12 

Deluxe Diplomacy $42 

Diplomacy $19 

EnemylnSIghl $12 

Feudal $18 

Florida $25 

Guerilla S19 

Hisloryol the World $27 

Kingmaker $19 

Kremlin $16 

Kremlin Module: Revolulion $6 
Lords ot Slorra Madre 334 

Machlovolll 329 

Maharaja $23 

Material World $32 

Pak Brllannlca $18 

Republic ol Rome $29 

Risk $27 

Supremacy, 3rd Edition $42 

The New Acquire $25 

Tournament Terraco $29 

Viceroys $25 

We Ihe People $29 

WORLD WAR 2 

12 O'clock High $23 

Advanced Squad Loader $38 

Accessory; Beyond Valor $33 
Accessory: Croix de Guerre $27 
A Lins In Iho Sand $25 

A Winter War $29 

Aechen $23 

Advanced Third Reich $38 

Afnko $21 

AfrikaKorps $12 

Ambush $27 

Arctic Storm $19 

Ardennos $27 

Army Group Center $24 

Avolancho: Soiernq $3t 

Axis & Allies $33 

Acc: WW 2 Expansion 3 $37 

Acc: Max's Advanced Rules $10 
Acc: World at War Deluxe $15 
Acc; Worlds at War '39-'45 $38 


Barbarossa $25 

B-17 $18 

Battle lor Germany $12 

Battle lor Italy $38 

Battle lor the Ardennes $26 


Berlin '45 $17 

Black Wednesday $32 

Blood 6 Thunder $30 

Blood on the Snow $22 

Bodygaurd-Overlord $29 

Breakout: Normandy $23 

Carrier $27 

Command al Sea $41 

Eighth Air Force $25 

Empire ol Rising Sun $41 

EuroFonI $29 

For Whom Ihe Bell Tolls $54 

Last Bailie lor Germany $29 

Legend Begins Expan. Kit $16 
London's Burning $29 

Panzorblilz2 $23 

Second From $83 

Squad Leader $23 

Stalingrad Pocket 2 $26 

Tactics 2 $12 

Third Reich $19 

Tunisia $33 

Typhoon $37 

Up Front $19 

Victory in the Pacific SI7 

Winter Storm $33 

World War 2 S33 

World m Flames $49 


REFERENCE BOOKS 


Army ol North Virginia $12 

Gatman Army 1914-18 $12 

Panzer Division $12 

Homan Army $12 

Russian Army $12 

Waflon -SS $12 


CARD GAMES 


Slarter/Booslsr Decks 
ol Five Rings $7/3 

lO Gaihemg $8/ 


/Umbra S2 

Sim City Limited Edition $8/3.50 
Star Trek TNG S8/S3 

Starship Command $23/ 

Vampire S9/S3 

Wing Command $7^ 
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PLAYERS 
OPTION: 
SKILLS & 
POWERS' 
Those} pages 
hold the keys 
to humans 
who spot 
secret doors 
as easily as 
elves, Ihieves 
who sense 
illusions, hall 
ogre sword 
masters and a 
multitude of 
other charac- 
ters. S16 



'KINGMAKER' 

Set in the midst 
of a chaotic En- 
glish Civil War. 
Kingmaker will 
astound you 
with its oppor- 
tunity for diplo- 
macy, last 
moving play, 
and simple 
mechanics. Not 
a wargamo in 
the classic 
mold. King- 
maker is a 
game the entire 
family can 
enjoy, S19 


RPG: FANTASY H RPG: FANTASY 



AO&D2ND EDITION RULES 


Djndslrous Manual S19 

Players Handtrook Revised SIS 
AOSD Accessories 
Character Record Sheets $9 
Country Sites SI t 

Dungeons ol Mystery $15 
Encyclopedia Magica 1 or 2 SI 9 
Encyclopedia Magica 3 or 4 $18 
Shaman $11 

Strongholds $15 

Treasure Chest S11 


AD&D Audio Adventures 


Karameikos 522 

Red Steel Campaign Expan. $22 
Track ol the Vampire $13 

Birthright 

Birthrigh Setting $25 

Blood Enemies SIS 

Birthright Adventures 
Sword & Crovim $8 

Birthright Sourcebooks 
Endier Domain 57 

Roesone Domain $7 

Tuornen Domain S6 

AD8D Boxed Sets 
Council ol Wytms $19 


AD&D Player's Accessories 
Rulebook Combats Tactics $16 
Rulebook Skills & Powers $16 
Dungeon Master Decks 


Adventure Design Deck $15 
Deckol Encounters lor 2 516 

Deckol Magical Items $16 
Priest Spoil Cards $16 

Dungeon Maelor Accessories 
Arms & Equipment Guide $15 
Creative Campaigning $12 
Dungeon Master Rulebook $16 
Monstoi Mythology Guido 512 
TomoolMagic $17 

Dark Sun Accessories 
Campaign Setting Revised $24 
Complete Gladiator Si 3 

Dark Sun Boxed Set $17 

Dune Trader $10 

Slave Tribes $10 

Valley of Dust & Fire $10 

Vailed Alliance $10 

Dark Sun Advonluros 
Black Flames $13 

Black Spine $19 

Dragon's Crown Adventure $19 


Dark Sun Sourcebooks 


City by the SHI Sea $19 

CityslaieolTyr $10 

Dragon Kings Hardbound $16 
ElvesolAlhas $10 

Ivory Triangle Campgn Exp $16 
Wills the Way SI2 

Forgotten Realms Accessory 
Allas olFrglln Realms Wrid $13 
Glanicrafi $13 

Forgotten Realms Adventure 
Anauroch $10 

BookolLairs $12 

Owanres Deep $8 

Horde Campaign $12 

Marco VokjiArnval $6 

Marco Volo: Departure S6 

Marco Vok): Journey $6 

siomi Riders $8 

Tho Black Courser $8 

The Doom ol Daggerdale $6 
Tho Sword ol tho Dalos $6 
Waterdeep $7 

Forgollon Realms Boxed Sols 
City ol Splendors $19 

Elminsler’s Ecologies 519 
Forgotten Realms Campgn $22 
Great Khan Game 51 1 

Horde $15 

Maztica Frgat Realm Setting 516 
Menzoberranzan $22 

Ruins ol Myth Drannor $16 

Ruins Ol Undermounlain $16 

RuinBolUrdormountain2 $19 
Forgotten Realms Sourcebook 
Drew ol Ihe UnderOark $13 

Elves of Evormoet 513 

Forgotten Realm Advorlures $16 
Guide to Forgolton Realms $13 
Piralos of Iho Fallon Slars $13 
Volo'e Guide lo Cormyr $11 


Volo’s Guido to Sword Coast $9 
Volo's Guido lo Watordeop $9 
AD&D Sourcebooks 
Guide to Dragonlanco Wrid $15 
Legends & Loro $16 

Players Guide to Frgi Realm S13 
Ravonloft 

Nlghlmara Lands $16 

Ravenlolt Campaign Setting $25 
Ship ol Horror $9 

The Gothic Earth Qazolteer $16 
Ravonloft Adventures 
Ravonloft Boxed Sol $15 

Ravanloll SllnorPoibldn Lora $16 


Birthright: Book ot Monster $15 

Dark Sun: Terrors ol Oeson $1 1 

Planoscape 

Campalgrt Setting $25 

Planes ol Chaos Boxed Set $22 

Planes ol Conlllcl $25 

'Complete' Players Accessory 
Barbarians Handbook 515 

FighlerManual $15 

Ninja's Handbook $15 

Paladin's Handbook $15 

Priest's Handbook $15 

Pskxiies $15 

Ranger $I5 

Spacefaror $13 

ARS MAGICA 

A Winter Tala $9 

Ars Magica. Srd Edilion $19 

Medieval Handbook $16 

Midsummers Night Dream $10 

Mythic Europe $15 

Mythic Places $9 

Pad of Pasaquine S1I 

Twelfth Night $10 

Wizard's Gnmoire $15 

BLDOOSHADDWS 
Bloodshadows $25 

CASTLE FALKENSTEIN 
Castle Falkenstein SItcover $19 

Comme II Paul $12 

Lost Nolo ol Leo Da Vinci $14 

POLY DICE SET'S 
Opaque Set Assorted S3 

Peariesconi Set Assorted $6 

Transparent Set Assorted SS 

Twinkle Sot Assorted $6 

GURPS 

Bestiary $14 

China $14 

Clllthangors $11 

□ealhwish $7 

Espionage $14 

GURPS Rulebook $16 

HIg-Toch, 2nd Edition $14 

lOU $16 

Magic Items 2 $14 

Martial Arts S13 

Operation Endgame $14 

Psionlcs $14 

Supporting Cast $14 

TImollna $14 

Ultra-Tech, 2nd Edition $14 

Update. 2nd-3rd Edilion $5 

Vehicles $16 


GURPS Fantasy 
Camalol $14 

Conan St4 

Fantasy Adventures $14 

Fantasy Came Masters Peck $6 
Grimoire $14 

Magic, 2nd Edition $14 

FANTASY EARTH 
Book ol Magic $12 

Fantasy Earth $12 

MERP2 

MERP2 Collectors Edition $22 

MERP2 Sotlcover Edition $16 

RIFTS 

Rills Limited Edilion $26 

Rills S19 

Sourcebook 1 S1 1 

World Books ea $13 

ROLEMASTER 

Arms Companion $13 

Arms, Claw Law 2nd Edition $10 

Character Sheets $10 

SKYREALMSOFJORUNE 
Skytealms ol Jorune $16 

Sobayld Atlas $15 

WARHAMMER FANTASY 
Apoorypha Now! $11 

The Enemy Within Volume 1 $11 

Warhammer Fantasy $19 


RPG: HORROR 


CALL OF CTHULHU 
Blood Brothers 2 : 

Cairo Guidebook i 

Call ol Cthulhu, 5lh Edition i 


Call of Cthulhu Advent 
Cthulhu Casebook 



DOFNECROSCOPE 
Doadspeak Dossier $13 

Demon's Dream $6 

Sorcerers' Crib Sheet $13 


GURPS HORROR 
Blood Types SIS 

Creatures oMhe Night $14 
CthulhuPunk $16 

Mage: The Ascension $16 
Vampire Companion $16 

Vampire: The Masquerade $16 
Werewoll: The Apocalypse $16 
VAMPIRE 

Blood Nativity $5 

Storyteller's Handbook $15 
Sloryteller's Screen $10 

Vampire $19 

Vempire Players Guide $16 
Vampire Sourcebooks 
Anarch Cookbook $13 

Book of Nod $8 

Clan Books ea $10 

Sabbal Sloryteller's Hndbk $13 
Tim Bradsireet Portfolio $16 
WEREWOLF 

Game Masters Screen $10 
Werewoll, 2nd Edilion $19 
Werewoll Adventures 
Under a Blood Red Moon $10 
Valkenbutg Foundation $10 
Ways of the Wolf $10 

Werewoll Sourcebook 
Caems: Places ol Power $13 
Children ot Gala Tribebook $10 
Player's Guide to Werewolf $15 
Rage Across the Amazon $13 


RPG: SCIENCE FICTION 


CYBERPUNK 2020 


Cybergeneralion SIS 

Cyberpunk2020 $16 

Cybershoets $6 

Data Screen SlO 

EARTHDAWN 

Earthdawn Companion $15 

Earlhdawn $23 

GURPS SCI-FI 

Aliens $14 

Atomic Horror SI4 

Cyberpunk $14 

Cyberworld $14 

Robots $14 

War Against the Chlorr $14 

HEAVY GEAR 

Game Masters Starter Kil $24 

Heavy Gear $19 

Terra Nova Sourcebook $19 


MACROSS 2 

Macroa$2 $11 

Sourcebook 1 $9 

Spacccrall & Deck Plans ea $9 
MECHWARRIOR 
Living Legends $10 

Mechwartior, 2nd Edition $13 

Mechwarrior Companion $12 

ROBOTECH 

Invid Invasion $11 

REP Field Guide $13 

Robolech $11 

Sentinels St4 

Zentraedi Breakout S9 

STAR WARS 

Star Wats Hardcover $19 

Star Wars Sourcebook $16 

Star Wars Adventures 
Battle lor the Golden Sun $10 

Black lea $10 

Crisis on Cloud Oty $10 

Mission lo Lianna $10 

Scavenger Hunt $10 

Stnke Force: Shinitpolo $10 

Supernova $13 

Twin Stars of Kira $13 

Star Wars Sourcebooks 
Dark Empires Sourcebook $19 

Dark Force Rising $15 

Gamemasler Handbook 515 

Imperial Sourcebook $18 

LaslCommand S16 

Mlnialuros Rules SIS 

Movie Trilogy 519 

Rebel Alliance $18 

TheJedi S19 

Wanted by Crscken $13 

Star Wars Supplements 
Creatures ot the Galaxy $13 

DarkSlrydor $25 

Dealhsiar Companion $13 

Fanlastic Technology $13 

Planets ol the Galaxy 3 $13 


BOOKS ON TAPE 


Dragon Chronicles, 1-3ea $16 

Morota: Dragonlady $24 

Necromancer $23 

People ol the Fire $16 

Oueon ol tho Damned $16 

Star Trek TNG: Izmad $17 

Star Wars Dark Empire $17 

The Hobbit $23 

The Vampire Lestal $16 
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SCORPIA* ADVENTURE/RPG 



or four spells, and they total a mere 2-1 
all. "Iliat is low compared to some gar 
that o\'cr\vliclm sou with long s|)cll lists, 
but actiiali)' makes a lot of scivse. Most 
])eople don’t use all of the si^elLs availat)lc 
in a game; t)'picaily, they settle on a fe\s' 
and forget the rest. 

'Che spells in Awil, are certainly suffi- 
cient, and \'ou probably won’t be easting 
too many of them as it is; each spell has its 
own pou'cr ])oinl cost, aiid of course the 
better spells require more. E\’cn a power- 
ful character will mn out quickly when 
.spells are in the 3{)0+ point range. 

'Iherefore, even with magic, \'ou can 
expect to do a lot of plmical combat, 
w-hich is in real-time. Four weapon skills 
are in the game; hacking (axes and ham- 
mers), .slashing (swords), thrustii^g (spears) 
and ranged (bows and throwai w'ca[}on.s). 

At the .start, sour character is a com- 
plete novice in both wea]3on an<l magic 
skills, having a level ofl in all of them. 
Increases come with experience, w'hicii is 
measured by bar graphs, one graph each 
for magic and weapons. 'I he more fight- 
ing von do, the faster the weapons graph 
increases; the more spells you cast, the 
faster the magic graph increases. 

Wild! a bar is totally filled in. a level is 
achieved, and you can choose w hich 
weapon skill or magic discipline to raise, it 
doesn’t matter if, for instance, all your 


ou can 
expect to 
see different 
critters each 
ptace you 
go, and 
there are 
plenty to go 

around. 99 


cc 


he world of 
'lempest, 
typical of 
worlds in 
fantasy 
games, is in 
trouble. An 
evil mler, 
'Ihe 

Warlord, has 
sent his annies rampaging out of 
Desolation and across the land, and notli- 
ing can .sto]) him. At best, the annies of 
Tempest can manage only a holding 
action, and even that won’t last much 
longer. 'Ihe only chance left is to discover 
the source of the Warlord’s power and 
destroy it. h ive champions arc sent out 
with that mission. Tliey' are the last hope 
ofTcmpest; if they fail, the Warlord vviil be 
victorious, and a very dark age will 
descend u[)on the world. 

So die game begins, and you choose 
one of those five to maneuv cr as yoiir 

► Now that Al Lowe has fin- 
ished the family-safe Torin’s 
Passage (see the review in this 
section), he is busy designing 
Leisure Suit Larry 7. Fans of 
Al’s more usual risque humor 
can expect the lounge lizard, 
along with the usual bevy of 
beauteous babes, to return 
with tongue firmly in cheek by 
Christmas ‘96. 

► In the crowded sub-genre of 
MYST-alikes, it’s always nice to 
see something with a different 
slant. Tribeka Interactive, 

Robert DeNiro's fledgling soft- 


own character; this is a single-player jour- 
ney. Wdiile the characters are jire-crcatcd, 
you can take them as is or rearrange the 
stats to your liking, 'lliere arc four: 
.strength, stamina, agility', and power, and 
you iiav'e a total of 20 points to distribute 
among them. 

Strength, naturally, determines how 
nuicli you can cany without becoming 
encumbered, and a high strength also 
means more damage done in niclcc com- 
bat. Stamina measures how quickly you 
become fatigued vvlicii exerting y'ourself, 
and agility is used in detcmiining chances 
to hit a target. Fbwer is related to magic, 
and governs how many spell iioints you 
have at the start of the game. It also ha,s an 
effect on the spells you cast; a higher 
power rating means more potent spells. 

THAT OL' BLACK MAGIC 

'lliere are seven magic disciplines: 
Fartli, Air, Fire, W'atcr, I .iglitniiig, Mesh 
and Void. Each discipline has only three 

ware company, seems to have 
bought a clue on their way to the 
computer game industry super- 
highway. Their first game (as yet 
untitled) follows the familiar formula 
of mysterious, gorgeously-rendered 
rooms filled with puzzles to solve. 
But here, the puzzles, while some- 
times arcane, do actually relate 
to the story. The entire game 
takes place in a “Fantasy Island"- 
type resort for rock stars— with 
a mindset every bit as strange 
and fresh as it sounds, Release 
is tentatively set for Spring- 
well keep you posted. 
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Price; $64.95 
System Requirements; 
PC compatible 486-33 
or better, 4 MB RAM (8 
MB recommended), 
VGA graphics, 3 MB 
hard drive space, 2x 
CD-ROM, mouse; sup- 
ports all major sound 
cards. 

Protection: None (CD 
must be in drive) 
Design: Dreamforge 
Publisher; New Worid 
Computing, inc. 
Woodland Hills, CA 
91364 
(800) 325-8898 
Reader Service §321 





► Steelripper, a nifty spear in Anvil of 
Dawn (a fantastic thrown weapon!), has 
a disturbing tendency to disappear at 
odd times, especially when you're fight- 
ing Slog Riders, The spear seems to go 


through the target, and is never seerr 
again. Save frequently when using the 
spear, as a precaution. 

► In Anvil’s Gorge Keep, the man you 
free from the ice block tells you how to 
raise the portcullis to leave by the back 
door and get across the chasm. 
However, it is entirely possible to get 
across the chasm another way, and 


come into the keep by the back door, 
using a special item to lower the gate. If 
you enter that way. do NOT play with the 
winch; leave it alone, or you won’t be 
able to leave by the back again. That 
will mean a very long trip around to 
reach the other means of crossing the 
chasm. 


cx]:cricncc Ccinic from using a sword; you 
can incrca.sc the level of any w capon skill 
you j)refcr. llie .same holds true in rela- 
tion to the magic disciplines; a le\cl 
incrca.se can be ajjplied to any of them 
you want. 

llic one trick is that you have to exit 
the dungeon to obtain the benefits of the 
new lc\'els. 'Hiey don’t take effect until 
you come out of whatever hellhole you’re 
currently investigating. Once you’re out, a 
screen is displayed w ith the weapons skiiLs 
or disci]3lincs and y ou make your choice. 
Note that you don’t liave to finish the 
dungeon; you can sIC]) outside any time, 
take your level increases, then step hack in 
and eontiniie. 

THAT'S ME, AND THERE'S 
MY TRUSTY SWORD GERTRUD 

'Hie interface is simple. On screen, 
down tlic right-hand side in a vertical col- 
umn, are a portrait of your character, two 
bars representing hit points and spell 
[joints, hso squares showing what is held 
in hand, icons representing known spells, 
and a tiny auto-i nap showing your imme- 
diate \icinity. 

'lb cast a spell, y'ou simply click on the 
appropriate icon, lliey are sho\Mi in 
groups of eight; when you know' more 
llian that, scroll bars appear so you can 
shift around among them. Wlicn spells 
are cast in hand-to-hand combat, the tar- 
get stops fighting until the spell is com- 
pleted. How'cver, if a blow' is already 
incoming, or you’re up against something 
that uses a ranged attack, the action will 
continue during the casting. 

'lb fight, you can Icfl-click on the hand 
box that has youi' w'ea]Jon, or (better), you 
can position the cursor over your target 
and right-click to swing. 'Ihe cursor 
method Ls better, because you can see the 
hitpoint bar of your opponent. Tliis gives 
you a good idea of how tough he (or it) is. 



► CRITTERMANIA Before being 
flamed by Infernal Bones or 
becoming lunchmeat for the 
Devourer of Souls, you’d be 
weli-advised to pick up 
Soulwrought, the best sword in 
the game. 


and how' much damage you’re doing with 
your blows. 

Items are picked up bv left-clicking, 
and can be transferred directly to the big 
inventory box w'ith a right-click. 'Ilic item 
can go anywhere in that box, however; so 
every' once in aw'hile, you’ll need to 
rearrange things a bit. Fortunately, when 
you place an item in a particular spot, it 
w'ill stay there. 'Ibis is especially handy for 
grouiJing like items together. 

Movement is by mouse or keyboard, 
using steps; I preferred the keyboard most 
of tlie lime, 'lire view is first-person 3-D, 
with 90 degree tum,s, similar to Of 
Ti ![■ Bki iOLi:)i':it, but smoother. 

'Ihe graphics arc quite good. Each area 
Ls distinctive; you arc not presented 


le, hardly the nomi when s[)ellcasting in 
most KPGs. 

DEMONS DIFFER, 

BUT THEY ALL DIE 

'Ihe dungeons have their own types of 
monsters as well. 'Tliere are generally two 
kinds or, on rare occasions, three, ainning 
around the premises. You can expect to 
sec different critters each place you go, 
and there arc plenty to go around. 
Happily, once dispo.sed of, they do not 
regenerate, which gives you lime to 
e.\]3lore afterwards. 

Automapping is simply excellent. 'The 
big ma]js show' everything w'hcrc you’ve 
been (unexplored areas are blank of 


W'ith ihe dreary' ,samcne,ss of some other 
games, w here it’s hard to tell the dungeons 
apart after a w bile. 

Magic .spells all have their own individ- 
ual effects, and even the spell names arc 
refreshingly different. It’s neat w'atciiing 
the Iron Fist of Cliaos fonn from the 
ground and go sailing down a conidor; 
and the 1 xiughing Skull of'Ihundcrous 
Might appearing in the air elicits a chuck- 


course), ii icluding locations of live mon- 
sters. dead monsters (if they icas'c a body 
behind), doors, chests, pits, .stairs, objects, 
tcle])orter.s, altars (which renew .spell and 
hit points), .spell reflectors, and many 
other things besides. You can w'rite your 
own notes on the maps, and [irint them 
off, loo. 

Some levels (and dungeons), by the 
w'ay, are large. In this game, there is no 
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A nvil of Dawn does have a few bugs (seem- 
ingly inevitable these days), although over- 
all it was pretty smooth sailing. Because 
HMI forgot to tell New World about a couple of things, 
Gravis owners will get voice and effects, but no music. 
This can be worked around by running Soundblaster 
emulation instead. 

Something more serious is what happens after you 
take out the Castellan in the Evil Stronghold. As you 
run the cursor over the expired prisoner, a talk balloon 
(indicating conversation) comes up. If you click the 
mouse, the game will go into a permanent hang, and 
the only way out is to reboot entirely. 

New World is aware of these problems, and by the 
time you read this, 
a patch should be 
available, both 
directly from 
them and on the 
nets, to correct 
the problems. 
I’ve already 
checked out 
the Gravis fix, 
and the music 
is much better 
with real Gravis support. 


substitiilc forpiiticiicc ;iiid lliarouglmcss. 
'Hica; is ;1 lot lo gd through, so liikc your 
time, and alwaw keep an eye on the map. 

It’s intciesting when vour character 
encounters one of Ihe other four champi- 
ons during the quest. Perhaps not suqjris- 
ingly, they aren't doing so weli, and some, 
indeed, arc almost dead when you meet 
ihein.’llieydo, however, usually ksl long 
enough lo give you something or leli you 
something, which is thoughtful of them. 

Voiee-rrvers in the game are done well. 
People have actual conversaiinns here, as 
o|)po.sed to the usual melodramatic 
declamations that occur in .so many other 
products. Kmolions arc expre,ssed. hut not 
in an overblown, hammy way. You can lis- 
ten lo it all without cringing. 

Tire music is also good. 'Ibere is a dif- 
ferent tunc for each dungeon, and tlie 
tunes are varied enough so that they usu- 
ally don’t get on your nerves. The music is 
also well-matched to the padicular area. 

Wdien you finally reach the penulti- 
mate moment when yon confront Tire 


Warlord, it maysiiq^riscyou. If you 
e.spected the usual ras ing maniac, “I’m 
going lo nilc the world, and you can’t slO|) 
me, hahaha!” hysteric, our baddie here is 
Mr. Cool, calm and rather seductive. 'Ihe 
axpericnce is very much like Oarth Vader 
and the Kmperor tr)'ing to bring l..ukc 
over to the dark side. 'Ihe entire ending 
is a refrc-shing change of pace from tlie 
usual shenanigans that go on at this 
moment, although .some may be 
shocked by it. 

Another nice touch is the Black Cnarl, 
the Dwarf who forges the .special contain- 
er you need. Idis hand is neither out for 
money, nor docs he have some silly 
errand for you lo perform. /Vs he .sa)s, 
“'Ihc price is Ihe good. 'Ihe more difficult 
the task, the more good it must do in (he 
world.” Wlien vs as the last time we came 
across something like this? 

A FAMILIAR RING 

'Ihe game does have its weak points. 
/\n\'1I. bears a strong rescmhlanec In'l’llK 
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Summoning, especially in its reliance on 
floor plates, teleporters, and rolling boul- 
ders for the majorih' of pii/yles. 
I'brtunateiy, these are simpler to figure 
out, although hy now , w e’d expect that 
Dreamforge could ha\ e come up with a 
little more rariety. As it is. the weigh-the- 
plates,ho])-se\'eral-times-into-a-tele- 
porter, dash-past-the-mlling-boulder stuff 
Ixjcomes old pretty quiekK'. 

Plavers hoping to nin a heaw-<lut\' 
magic luser will be disap|«)inted. As men- 
tioned earlier, the better s])ells are costly 
and power regeneration is slow'. '1 here ate 
altars to restore ])ow er, but they arc not 
alwajs convenient. I .ikew ise, the magic 
plants can restore jxiw er. but ihev don't 
return much. Inevitabh; son’ll be spend- 
ing a lot of time just .standing annind in a 
safe place, reading a book while }ou w'ait 
for the points to come back. 

In addition, there arc certain areas 
where magic won’t work, or .sjjell reflec- 
tors are in the waj'. .so onlv melee combat 
is possible. Skimping too much on fight- 
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ing skills can thus lead to 
problems; even the strongc,st 
mages will need to be good 
withaswonl 

It would also have been nice to have at 
least some idea ofhow much damage the 
offensive .spells were capaldc of doing. 
While you know the damage potential 
of the weapons, there is no information 
at all about the spells, w hich is an 
amazing omission. 

lliere is no way to side-step, .so combat 
technii|ue is limited to .swinging at an 
opponent, then quicklystepping back to 
as’oid the return strike, then stepping for- 
ward to continue the battle. It’s not alwavs 
possible to do that, though, and the ability 
to move off to the side would have been 
verv' helpful in confined area.s, or when 
facing multiple opponents. 

'I hc documentation is in erix)r w'ith 
regard to magic amulets. While the man- 
ual says the amulets “pennanentK’" 
increa.se slats, this is not the ease. An 
amulet provides an increase only while 


t WHO NEEDS A COMPASS? If the entrance to Fire 
Mountain looks foreboding, just use the excellent 
Ajtomap once you're inside. 

being w'orn, and of course, you can only 
wear one amulet at a lime. 

Ov erall, Anvii , Ol' D.'WW is a dungeon 
romp with several points of interest, and a 
couple of pleasant suqmscs. Wliilc there 
were annoying moments— Dreamforge 
is .still too fond of lloor plates, and the 
magic .system needs some tweaking — I 
did enjoy playing the game. It w'as also 
nice to see a product that didn’t I lave 
tho.se oveni-sed woals "dark," "dungeon," 
or"kcep” in ihetitlelS 
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SCORPIA'S HAIL 


Quest Busters 

Scorpia Shows You How To Get On With The Journey 



H elp! Mclp! I'm drowwAvn- 
ing! Wow, is lliere a lot of 
stuff out this Christmas! 
'llicrc hasn’t been so 
much new jiroduct cro\\ d- 
ingllicshcKesinalong 
time. After years of occa- 
sional releases, we’re sud- 
denly inundated with 
games, ai id it’s going to be 
hard keeping up with it for awhile. 

On the other hand, ever\lhing is hitting 
at once, and jast as this column is going to 
press, so there’s not been time yet for 
questions about the newer arrivals to 
eoinein (although I’m sure that mail will 
be picking up a bit in the near future. 
Culp!). Wliich means that this month, 
we’re still looking at letters about the older 
games. 

Before wc gel to that, though, a 
reminder to readers outside the United 
States; please remember to include your 
return addrc.ss somewhere in your letter. 

'I here’s no way I can send you a re|)ly if I 
don’t know where you arc. Not too long 
ago, a letter came in from I^anto S. in 
Indonesia, and he’s still waiting for an 
answer, because no return address was 
included. So be sure to put that in some- 
where before you send off any t|iiestions. 
And now, on to the good stuff! 

L\NDS or’ LORli: ’lliis game certainly 
has some staying power, and it seems a lot 
of people placing it these dajs are getting 
stuck in the same places. One of those is 
the Hiith door on level 3 of the Wliite 
'lower. First, the room bcj'ond doesn’t 
have an}1hing vital in it, so if you want to 
skip that, you can do so without woirying 
about missing something important. 
Mowever, if sou want to check it out 
(there arc some goodies in there, but sa\ c 
before you touch ainihing!), you’ll need to 
prove your faith first. 'Iliat can be done 
downstairs in the basement (of course, 
you'll have to find the key for the door to 


the stairs first, heh). After \ ou’vc obtained 
a certain item down there, the Faith door 
will open for \ou. 

SlAR'I’llKK: A Fi\-vl Untiv: Some 
adventurers arc having a little trouble w ith 
a certain power generator on Allanor. 'Iliis 
one is a bit tricky, but not too tough, really. 
It’s an instance where .some violence will 
be necessary... after you’ve taken the nee- 
c.s.sary ])recautions to avoid blowing )'Our- 
self up. Drain a little off the top, as it were. 


or place the tip more than once for the 
black gate to a]:)[)ear. 

EN'rOMf)Ki’ii:'lhe Queen Bee in the 
hive is a difficult prospect (just seeing how 
big she is mav be enough to daunt some 
people!). It’s cniirelv po.ssiblc that \ou 
won’t be able to kill her in the first 
encounter, especially at higher difficult}’ 
levels. If that’s the ca.se, don’t despair, and 
don’t try to win the first time around. 
\Viien }'our bee is killed, simply call in 



► data, open the damn door If you’re stuck outside the generator room on Allanor, 
try jamming it open with something pointy when the droid comes through. 


Uliimn VIII — Pagin': 'flic endgame, 
where you place blackroek fragments on 
the giant pentagrani, haspmved puzzling 
to sev eral piav’crs (especiallv if the}’ aren’t 
pla)'ing the patched version, which gives a 
little help here). First, keep in mind Ihat 
the fragments all hav'c to be plaeed in the 
right spots on the diagram; you can’t just 
set them dowm on any point, 'lliere is a 
relation between wiicrc vou energized the 
pieces and where you put them on the 
pentagram. Second, the tip should be 
energized and placed last. In some cir- 
euiaslances, it may be nece.ssar}' to click 


another one and go back to the fra}'. 
Evenhiall}} }'ou’ll w ear the queen down 
and take her out. 

Discwori.!): Identy of questions about 
this game, and no wonder; it’s ccrtainlv 
one of the tougher adventures to come 
along in awhile. Many have trouble in Act 
I, trying to get into places that arc closed. 
Generally, you can figure that if there’s no 
way in, then there’s just no way in during 
that Act. Some locations (such as the Inn) 
onl}’ open later in the game. Speaking of 
later in the game, if you’re having trouble 
with getting into Shades, maybe you need 
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crashea 
on a strange 

planet. You quickly become 
friends with the local alien, 

Gaan. Together, you'll go from 
hauling butt through the forest 
to blasting into a bomb-filled 
mine shaft to fighting through 
an armory to destroy a reactor. 

It's Alien Odyssey — the PC CD-ROM 
game with incredibly smooth character 
animation and Argonaut's exclusive 3D 

f adventure game technology. It's total 

■* annihilation. But in a friendly 




Use teamwork to solve 
puzzles and outwit invaders. 
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sort of way. 
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to \isit the paluce and have a ciiat witli 
someone there. 

Rt:ilJRN 'I’O ZORK: /\nother game 
that just keeps hanging in there. Some 
folks are ha\ing a bit of diffieiilt)' loeaiing 
the final piece of the Disk of Frobo7.z. 
Iliis one is hidden, and it will take 
violent action to reveal it. I hope I’m 
not hoaring anyone here; or are yon lo.st 
in the woods? 

RWlCNLOI ’l' 1 1 : SfONi- FrOPI li:ii 
Sometimes, peo])le are jiKst too eager to 
go everywhere and see every-thing all at 
once. It doesn’t work that way in this 
game, k’or instance, getting into the 
Sj}hi!i\ takes aw'hilc, beeaiisc yon have to 
do the nndergronnd chambers of the 
Marv'csf 'Fenijrle first (and before tlial, son 
have to mess annind in the demplc of 
Set). Likewise, reaching thc'lemplcof l^i 
means doing the Sphinx first. And you’ll 
need to do both the I iarvestdcmpic and 
the'Ifoll hangont before yon can do any- 
thinguith the Royal Rnrial Hall, So do 
take your time here, and complete what’s 


open first. Otherwise, yon may wander 
around that desert fora long timel 

PRI.SONER Of Ick: Naturally, you’d 
like to ascape from that cell in 
Schlossadlcr Base before yon come to a 
sorry' end. So would anyone; after all, 
there’s a world to be saved. I lowcver, it 
isn’t quite so easy as it looks, Inrst, you’ll 
have to wait for Dietrich to show up and 
make his little pro|)osition. 'Mien you have 
to mov e quickly, because time uil! be 
short. A diversion is necessary, and that 
])apcr )'OU got from Dietrich will help, if 
you use it in the right |)lace (luckily, there 
aren’t many to choose from). Next is deal- 
ing wth the giuirtl, which shouldn’t be too 
hard (don’t sit down on the job here). 1 
don’t recommend using the front door to 
lea\e, though; it’s better to (aiicm) \ent 
y'Oiir fnistralions elsew'here. 

'I’nifNDERSCAPi':: In the l^idiant Keep, 
on the third level, y'on may find yourself in 
a room w'ithout an exit (the ckxir closes 
when yon pull a lc\cr, which yon have to 
cl(j). Sony' to say', you’re gonna have to do 


some jumping to get out of here. You can 
try going up the short stairs to the ledge 
and leaping over to the other side, or you 
can try' for the big block suspended in the 
middle of the room. 1 had more luck with 
the block, using a running jum]) to reach 
llie top. 'Ihat one is a matter of timing, 
and it will probably take sevcnil tries. 
Remember to be upright (not in crouch- 
ing mode) whichever place you’re try'ing 
to reach. 

Ajid that’s about it for this look in the 
mailbag. Remember if yon need help 
with an adventure game, you can reach 
me in the following w'ay's: 

On Delphi: Visit the CameSIC (under 
the Oroups & Clubs memi). 

On CKnie: Stop by the Games 
Rotind'lable (ty'j^e: Scoq^ia to reach the 
Carnes R'l) 

By U.S. Mail (enclose a self-addressed, 
stamped envelope if you live in the U.S.); 

Scoq)ia, PO Box 338, Cracic Station, 
New York, W 10028. 

Until next time, happy adventuring! % 



If you’ve ever 
pu!^(! in your shoes^ 
you’ll love this game. 


yv. 


Ihen you play Simon the Sorcerer II, 
puking in your shoes is Just one oi' the many 
twisted little moves you'll make to survive 
an adventure tilled with over 100 bizarre 
characters, like woodworms, wizards, gargoyles, 
runts and washerwomen, to name a iew. 


And when you’re not worshipping the 
old porcelain goddess, Simon’s killer 
hand-drawn graphics, brain-scorching 
riddles and ear-pumme ling , CD quality 
sound will be 'more than enough to keep 
you gagging for more. 



©1995 Psygnosis, Ltd. 


http://www.sony.com 


Simon the Sorcerer II 

So much fun it’ll make you sick. 
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UP IN THE HEAVENS, 

ALL HELL'S ABOUT TO BREAK LOOSE. 





From the creators of Master of Orionr Computer Gaming World's 
1994 Premier Award winner, colTies the sequel you've been waiting for. 

Banished from Orion, a xenophobic race lurks in' to face with new alien creatures. Use the mulf- 

the darkness. You prayed they would never player feature to challenge friends over a local 

return. But now, in the deepest reaches of.outer area network, go head-to-head via modem, or 

space they plan their revenge. .Introducing compete in a hot seat game. Whatever you do, 

MASTER OF 0RI0N’“II. Discover new technology. . lead your team cautiously. Because you mpst 
Command detailed tactical combat- Come face master the ultimate' evil before it masters you. 



BATTLE AT ANTARES 


.^^jPROSE 

For IBM-PC & Compatibles on CD'-ROM. 1-800-879-PLAY. . littp://www.microprose.com 

■' Call 1-800-771-3772 for Information on Game Ratings. '’1990 MicroProsc Software, Inc. All rights reserved. 
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COMPIUR 

Express ^ 

800 - 228-7449 

CUSTOMER SERVICE, CALL 508-443-61 25 ext.372 



Formula T2's brake pedal, gear shifr and 
cushioned steering wheel put you in 
control of a dreom racing mochine. 

HARDWARE# 41348 



Interactive PC gome modem with voice. 
Converse while playing 2-player modem 
gamesi Includes 1 0 shorewore gomesi 
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The most life-like Virfuol Woman yet! Has 
full-motion video, ability to converse ond 
more. Adult & G-roted versions. 

IBM CO *39837 


ENTERTAINMENT 











GRAUI5 

Ultrasound' 

Plug&Play 
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41768 Gender Wars. 

39938 Gene Wors 
38540 Gidtriend Ten w/ Speech 

39837 Girlfriend Trncy 

37917 Go Digilol Volume I 

40146 GolF2.0WIN95 

38524 Grey Wolf: Norih Ailonrie 

34009 Guilry 

42071 HIZono 

35444 Hommof of the Gods. . . . 
38077 HordBoll III: The Collection 

36996 HordBoll IV 

40752 Hotdboll 5 

35696 Harpoon Classic 

21557 Harpoon II 

33905 Harvester 

35946 Hell A Cyberpunh Thriller 

37695 Ho»en 

39969 Hi Octonc 

36246 High 5eos Troder 

40121 Hive W1N95 . . 

39166 Hod| N' Pod| . . 

40643 Hyper 3 D Pinball . . . . 
41844 HyperBlode WIN95 . 


40401 


ond Fire . . 

cebreoher 

n the First Degree 

ndyCor Rocing Compilation. . 

ndyCof Racing II 

nsido Hockey 


407 1 1 In 
39353 ti< 

31162 Irr 
36047 Jock Nicklous: Tour Collection . 

41691 Jock the Ripper 

36363 Jogged Alliance 

37204 Jet Fighter 111 

36600 Jewels of the Oracle 

40111 Jig Sown 

40703 Jigsaw Power 

40337 John Madden NFL '96 

38730 Johnny Mnemonic 

39566 Journoymon Project II lost in 1 

40474 judge Orodd 

34702 King's Quest Anthology 

41736 King's Quest VII 2.0 

41765 Kingdom O'Magic 

37202 Kingdom of the For Reaches . . 

38231 Khkn'Ploy 

40216 KmgSl Moves W1N95 

35209 Knights of Kenlor 

32526 Lands of Lore 

3991 2 last Bounty Hunter 

36831 Legend of Kryondia III 

35328 Leisure Suit Lorry Aniholtsgy . . 


36741 lemmings Chronicles 

37754 links 386 Pro 

40793 linksiTroon North SVGA 

40233 little People 

40302 live Action Baseball 

36459 live Action Football 

37291 loadstar 

4in7locus 

41697 locos WIN95 

35322 Lode Runner 

35711 lordsafMidnrghI 

37327 lords of the Reofm 

33736 lost Admirol II 

38291 Moobus 

40120 Mag Boll 

40338 Magic Carpet II 

39939 Magic Carpet Plus 

34277 Magic Carpet: Hidden Worlds 

37926 Mogic: The Gathering 

41937 Mogic:The Gathering Desktop W1N95 
40107 Marco Polo 

39940 Marino Fighters 

40234 Mosler of Antorcs 

37567 Mosler of Mogic 

40426 Maximum Road Kill 

40480 Maximum Surge 

34155 Mech Warrior 2 

39795 Mech Warrior 2 Add On 

41355 Mech Warrior 2 NETMECH 

41354 Mech Warrirsi 2 WIN95 

37284 MegoMonX 

34865 Metaltoch: Earth Siege 

31659 Microsoft Golf 

39105 Milo High Club 8 Pack 

40427 Millenia: Altered Destinies 

40118 Mirage 

40414 Mission Code: Millennium 

36049 Mission Critical '95 

39148 Modern Air Combat 


39971 No World Order 

41487 Noefropolis 

41407 Normality 

40434 Northlands 

4 1 725 Open Seoson 

36364 Operation Body Count 

30593 Operation Crusoder 

3801 4 Orion Conspiracy 

34 1 73 Outpost 

42 1 93 Over the Reich 

42314 PGA Tour '96: Spanish Boy . . 

37087 Pocilic Ait Wor: 1942 

40087 Panic in the Pork 

36481 Panzer General 

39800 Poporozzi 

3l956Poxlmpsrio2WIN9S 

41963 Penthouse Interactive V . . . . 


39322 Perfect Generol II 35 

41185 Perfect General !l Editor 30 

41184 Perfect Partner Bridge 25 

41183 Perfect Player Poker WIN95 25 

34085 Phantasmagoria 53 

36941 Phoenix Fighter 45 

39450 Pinbali Fantosies Deluxe 30 

41454 Pinboll Manio 40 

36773 PitFoll, Moyon Adventure WIN95 41 

39742 Ployets Polace 21 

32791 Police Quest IV 42 

39467 Police Quest V: SWAT IBM CO . 45 

41356 Power Rangers; The Movie 26 

41209 Pressure Drop WIN95 26 

39728 Primal Roge 46 

40899 Prince of Persio Collection 21 

40574 Prisoner of Ice 42 


800 - 228-7449 


CUSTOMER SERVICE, CALL 508-443-6125 9am - 5pm EST 

NOW ORDER 24 HOURS ext372 


Complete on-line catalog 'with over 5000 
software and hardware titles. 


40670 Monopoly 

40425 Mortal Kombal 111 . 


38094 Ms. Metavaise . . 

33204 Myii MFC 

39806 Mystery Collection 

35818 NASCAR Rocing 

39934 NASCAR TrocL PocL 

40705 NBA live '96 

40478 NCAA. Road to the Final Four 2 . . 

41 890 NFL InslonI Replay 

39725 NFL QuotlerbocL Club . .. . 

40340 NHL HocLey '96 . 

36755 Notional Lampoon Blind Dote 

40339 Need lor Speed 

39098 New Horizons 


O Prodigy - Computer Express 
O Internet - info@cexpress.com 
O WWW - http://cexpress.com 


O CompuServe - GO Express 
O AOL - Computer Express 
O eWorld - cexpress 


.. .. surcharge is added to credit card orders. .PO's, wire transfers, personol and coshlers checks 
occepled..5ome Hems ore not returnable. Returns require oulhorizotion # and are subject 1o 15% 
restocking lee.. All items ofiered for sale ore subject to ova1labiliLv..We ore not responsible for typogroph- 
icol errors. .Shipping and handling charges appiy..Worldwide snippingl 

.All prices ore subject lo change without notice. , 1^— ^ ' 


COMPUTER Express 

3 1 Union Ave. Sudbury, ^f\A 0 1 776 Info: 508443^1 25 Fax: 5084436645 
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COMPUTER 

Exprm 

8O0-tl6-7AA9 

CUSTOMER SERVICE, CALL 508-443-61 25 ext.372 





Characters & scenes from Disney's hit 
movie lake your computer to infinity and 
beyond with awesome graphics, more. 

IBM CO «42100 



mmn 


Explore Central Europe's rivers, cities, 
airports and more with this realistic scenery 
for Microsoft Flight Simulator 5. 

IBMCO «36696 
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CD ENTERTAINMENT 


38299 Pro loogua Foolboll 75lh Anniv, 38 

A06-I8 Piomiiad lend 39 
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An interactive intro to 1000 words. 
Pocked with sounds, animation, activities 
and games for kids oges 3 to ?. 

IBM CD « 36647 


\merk:an 
:VU!<li(r:il 
'\s.sociation 

Family 
Medical 
Guide$4i . 


Gel answers to oil your health questions 
with this essential interactive guide to your 
family's health, 
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moves, crushing combos & morel 
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TOWER] 


Control tower simulation has you in the 
controller's chair at O'Hare, National & 
March oirports. Loaded with features! 

IBM CD #36697 



Play 

your computer. 

Possession, & Genie Curse on 

IBM CO #401 13 



Adrienne Delaney save 
evil's ever-tightening grip 

IBM CO *34085 MAC CO 135331 



In a Medieval world, you must cast spells I 
and wield weapons to destroy undead I 
beings that slaughtered your race. I 

IBM CO *37695 I 


KIDS/FAMILY/HOME I KIDS/FAMILY HOME 













Wildly addictive! Caught in 4-way cross- 
fire, use your skills to advance! 10 levels 
and hundreds of opponents. 

IBMCD«40902 MAC <40902 | 
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VIDEO CARDS 


Tee off ot the beouliful Harbor Town Golf 
Links or Banff Springs Resort Course with 
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Enhanced CD version with all episodes! 
Fly ot blazing speeds above an alien 
planet, destroying forgets and morel 
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Price: S64.95 
System Requirements: 
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66 or Pentium recom- 
mended). 8 MB RAM 
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ROM, mouse: supports 
Sound Blaster compati- 
ble sound cards. 
Protection: None 
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Publisher: Interplay 
(714) 553-6678 
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Stonekeep Is 
Wbrdi Its Ubit 


After Several Years In Development, Stonekeep Delivers On The Promise 

by Petra Schlunk 


A fter years of anticipation and 
de.spite the scoffing of cynics, 
Inteqjlay’s role-pla>ing 
adventure S'I'ON'EKEEP finally 
did hit the shelves in early 
November. Feeling a lot like 
a kid with an early Christmas 
present, I went siraight for the 
game, deciding to pass over 
(for the nonce) the enclosed 
nos'ella, T 1icra Awakening. 1 wasn’t disap- 
pointed, because there was more than 
enough storv' in the beginning sequences to 
whet my appetite for the game. The city of 
Stonekeep is shown being swallowed up by 
a darkness beyond which you see the perpe- 
trator of the evil deed, the Shadowking. 

Only oiic boy, Drake, survives, being 
whisked awa)' in the nick of time by a myste- 
rious, cloaked figure. \Mien Drake returns 
ten years later to the site of the devastation, a 
vision of a lovely goddess appears before 
him. Tliera, the goddess of Earth, tells Drake 
that he must descend to the lost cit)' and 
retiieve the nine receptacles (these arc orbs) 
in order to free Stonekeep and her. To keep 
him safe, she frees his spirit from his body 
and sends it down into the lost city where 
the adv enturc begins. 

JUST THE ARTIFACTS, PLEASE! 

Drake arrives in the city of Stonekeej) 
clad only in pants (althougli how he can 
wear these, accjuire annor and weapoirs, 
and get wounded in battle while existing 
only as a .s|Diril is a wonder nev'cr realty 
e.x|ilained) and a coiiijle of ancient arti- 
facts. One of thc.se is a mirror that lets him 
see himself and which pR)vides a compass 
for his travels; the other is a scix)!! that 
allows him to carrj' all the objects he finds 



as tw'o-dimensional 
representations. 

Wliile a bit stilted in 
concept, this scroll 
is still a nice device, 
allowing Drake to 
carr)' all the loot he 
finds without get- 
ting encumbered 
along the way. 

Tliis brings us to 
one of the potential 
caveats of 
S'l'ONKKl'.ltP: you 
cannot create or 
choose your own character. Nor can you 
roll your own stats. Drake come.s with 
minimal health, agility, and strength, as 
well as marginal skills in a few areas. As 
Drake jjracticcs wielding wcapon.s, cast- 
ing spells, and sneaking around, his skills 
in these areas will im])rove and, w'hen they 
do, his agility, .strength, and health will too. 
Although Drake starts his travels alone, he 
won’t remain that way. At any time, up to 
three other characters, including dwarv'es, 
a faerie, a goblin, and an elf, may hav'e 
joined him in his quest to free Stonekeep. 
As the player, you have no say over who 
will join the party; that dcpciids entirely 
on the stoi}' line. Other characters join 
and leave the party for their own reasons. 
Although you can rc-cquip many of these 
characters, you don’t have to worry' about 
controlling their actions. TTiey will fight 
on their own. 

Drake’s travels are in first person perspec- 
tive arid will take him through Stonekeep 
city, some sewers, temples, mines, a faerie 
realm, ice caverns, a dwarv'cn fortress, a 
[jalacc of shadows, and Kliull Kliuum’s 


(the Ultimate Bad Guy’s) tower. Tlicrc arc 
over twenty levels in all, offering some 
variety in location and feel as the game 
progresses. T here is a certain sameness in 
the look of many of these locations, 
although efforts were made to relieve 
monotony by varying the color and music 
on eacli level. 

SKEET SHOOTING 

Movement is controlled by the key]Dad or 
arrow keys, w'hiic combat and object 
manii)ulation arc controlled by the 
mouse, 'Hicrc are not many sj^ccialized 
movement types (such as jumping or mn- 
ning), although levitation is possible later 
in the game. Annoyingly, while the ])arly 
can move forw'ard and backward and 
turn, it can’t move sidcw'ays! Tliis makes 
some of the real-time combat encounters 
quite difficult, since the monsters can 
attack before Drake’s party can turn and 
face them to counterattack. 

Wliat advantage the monsters enjoy is 
somewhat mitigated by their own move- 
ment limitations. Often, Drake can stand 
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■HE WHO FIGHTS & RUNS AWAY Early on, Drake looks tough, 
but with low shield, missile and melee skills, our hero is better 
off using his excellent Stealth to sneak away from trouble. 


outside of doonvav's or at the ends of long 
hallvva}'s and fire into rooms with missile 
weapons without being counterattacked. 
Since, unlike many role-pla)ing games, 
you can’t either weaken or toughen the 
monsters you meet, this problem can be 
viewed as a feature if you are finding the 
monsters difficult to beat in mclcc com- 
bat. 

Otlicrwise, the combat .s}'stcm is thought- 
fully designed. If-ven veteran role-[)laycrs 
will appreciate that combat pauses w'hen 
you .search your inventory for healing 
roots, alternate ^’capons, or otlicr items. 
It’s also nice that even when \'ou are sur- 
prised, you can simply click on your target 
in melee, and any hand-to-hand wea[)on 
will be used to attack, without the necessi- 
ty of a lot of preparation. 

ADVENTURER, HEAL THYSELF! 

At the beginning of the game, if Drake is 
injured in a fight lie must find a healing 
fountain or use various potions or roots 
picked up during his travels. Since there 
are not a lot of healing fountains about, 
this necessitates a lot of mnning up and 
down stairs and across levels to replenish 
hit points in between encounters. '^Ihis 
can become rather tedious after a while. 
Later, however, Drake will learn healing 
spells and, mercifully, this running around 
will end. 

Speaking of magic, as Drake ex|>lorcs ever 
farther he will find runecastei's and scrolls 
with runes. 'I he runes symbolize spells 
(such as healing, annor, imisibility, and a 
m)Tiad of offensive s])clis). Drake can 
scriijc these runes onto his runecasters 
and use the runecasters to cast the .spells. 


Runecasters liavc a 
limited number of 
charges but can be 
recharged at various 
locations. Much later 
in the game, Drake 
will find lclc])ortalion 
.spells that allow him 
to go back and forth 
from his |5art)A cur- 
rciU point to a loca- 
tion of his choice (for 
c'xample, right next to 
a place that 
recharges ninccast- 
ers). At this point, Drake can cast s|)clls to 
his heart’s content, significantly increasing 
his part)'’sodds in battle. 

'Iherc are a number of other helpful fea- 
tures in S'rONEKliliP. When Drake finds 
objects, he can add them automatically to 
a stack of identical objects or an a|)])roi)ri- 
ate container (such as a quiver) in his 
inventor)'. On one of the early levels, 
Drake w'ill find a journal, dliis journal 
holds all sorts of useful information 
including his statistic.s, spells currently 
affecting him, all the runes he has 
learned, any clues he has heard, a list of all 
items he has found, and maps of all levels 
he has explored. Ilic ma])s can be marked 
and each mark identified in whate\ er w'ay 
\'ou choose, dhis fcatuic is done \er\' well 
in that the information you wTite about 
the mark is not placed on the map itself 
(where it might obscure ])art.s of the map) 
but iu another part of tlic journal. 

Clicking on the mark will take you to the 
rele\'ant journal entiy' and vice versa. 
Mnally, the journal has a place in which 
you can take yourow'u notes. 

Of course, Drake won't just be w'alking 
around, fighting monsters, and casting 
.spells. He will find a lot of objects, and 
one of the main challcuges in STON'EKr.i'P 
is figuring out cxactl)' wlrat diffcient 
objects (especially the orbs) do and how 
to irsc them (!■))' clicking them on some- 
thing or someone, or even by dropping 
them!). 'Ihcre are many loose bricks and 
buttons that open secret compartments 
and |)assagcways svith goodies, but these 
treasures are rarely vital for progressing in 
the game, thus rewarding the careful 


adventurer w'ithout penalizing the more 
casual player, lliere are also many puzzles 
in the game, although most of them are 
not too difficult to soK e. In general, some- 
one or something, such as a scroll, will 
have giv'cn Drake a clue that will aid in 
solving a puzzle he encounters, dlie puz- 
zles become more intense and frequent as 
Ihc game jjrogrcsses, while combai, inter- 




^The combat spell used here is fine, but at medium range, 
the Dark Dwarf will be able to close for hand-to-hand 
combat. 



spell cast from farther away will wear your adversary 
down before reaching your party. Always attack from far 
away or through doorways for an edge. 
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REVIEW • STOHEKEEP 






► show some sense, man Your companions have half a brain 
I (unlike many RPGs), Here, Farli the dwarf suggests that you let 
I sleeping dragons lie. 

cstiiiyK; i)ccon!Cs less intense und fie- 
t|nent (possiblv heciinse Drake has better 
w eapons, .spelLs. and skills near the end)! 
CHARMED, I'M SURE 
/V> mentioned above, one of Ihe potential 
weaknesses of S i()\i’,Ki';i':i’ is that yon can- 
not create \ ()nr own character nor have 
yon any say over the eoin])osition of yoiir 
pariv. In fact, yon have no conversational 
options either! Ibis could have been a ter- 


rible Haw, but StONf'iKivi'it’ manages 
in overcome this weaknc.s.s with an 
intriguing sioiY line and charming 
characters, ('.iven ihe limitations 
inherent in tiying to tell aslorvon 
.scrolls and in one or two .sentences 
uttered bv- characters now and then, 
STONi'iKivta’sstoiy is well told. 

'Iwo great worlds battle, w ith barth 
caught in the middle, and the gods 
tbenisclves imprisoned, as the power 
ot the Shadow king increases. .Manv 
mvstcrics are revealed: we leani ol 
theblvesand theirdenii.se; meet the 
fiinnv and chamiing I'iieries; and di.s- 
coverwiiv’a Dwarf is snbjected to 
nck-togoth, total banishment from his 
peo])le. It is thc.se characters and their sto- 
ries that reallv redeem S'i'<)M':Kt':i':i' from 
its limitations in role-plaving options. 

I ,ike most games, S t()Nl';Ki’'.i'.l’.suffers 
Irom a lew (some important) bugs, 
biirthermore, the epilogue scenes of the 
game are dfsappointitigly short, espeeiallv’ 
considering bow nice the introduction 
and storvare (and how much time and 


effort they lake to reach). Nonetheless, it 
is obvious that a lot of thought and heart 
went into (he game’s design and produc- 
tion. It is most definitel)’ worth playing for 
its delightful eluiraeters alone, but it can 
also be enjoyed as an old fashioned, fun 
dungeon romp w ith monsters to kill, trea- 
sures to find, (raps to spring, and ])u//.les 
to solv e, bven with the long, long wail, 
tiiisgame is well worth the time loranv 
Rl\’.fan.% 


^APPEAL: Successful on many lev- 
els; both hard-core and newcomers to 
role-playing should enjoy this. 
^PROS: Charming story line and 
characters, nicely written dialogues, 
lots of levels, spells, puzzles and 
objects de fun all combine to make 
for an enjoyable role-playing game. 
^COHS: Some levels look repetitive, 
and the epilogue 
is disappointing. 

Limited monster Al 
and party mobility 
make combat less 
interesting than it 
could be. 



Plant Trees for America 



T rees provide food, .shelter, and 
nesting .sites for songbirds 
Trees increase property 
values, and make our 
homes and neigliborlioods 
more livable. 

Trees help conserve 
energy. They cool our 
homes and entire cities in 
the summer, and slow cold 
winter winds. Shade trees 
and windbreaks can cut 
home utility bills 15-35%. 

Trees clear the air we breathe. 

They provide life-giving oxygen while 
they remove particulates from the air and 
reduce atmospheric carbon dioxide. 

America needs more trees 

The United Stales has lost a third of its 
forest cover in the last 200 years. 

Our towns should have twice as many 
street trees as they have today. 

We need more trees around our homes 
and throughout our communities. We 


need more trees to protect our farm Helds 
anti our rivers and streams. To provide 
wood I'or our homes anti a thousand 
products we use every day, 

10 Free Trees 

Ten Uoloraiio blue spruces, or tnher 
conifers selected to grow in your area 
will lie given to each person wlio joins 


the Arbor Day iaiundation. 

5'our trees will be shipped 
postpaid at the right time for 
planting in your area, i-ehruary 
through .May in the spring or 
October ilirough mid December 
in the fall. The six to twelve inch 
trees arc guaranteed to grow, or 
tliey will be replaced free. 

To liccomc a member 
and to receive your free 
trees, send a $10 member- 
sliip contribu- 
tion to Ten blue 
Spruces, National 
Arbor Day Founda- 
tion, 100 Arbor - 
Avenue, Nebraska 
City, NE 68410. 

Join today, and plant your Trees 
for America! 


The National 
L/ Arbor Day Foundation 



E GREAT $9^ CD-ROM DUL 



Phanfasmagoria^''-'c.^^ 

Adventure 5004502 


^FFI 


Myst 

Interact Game 5004304 


Doom li 

Arcado Style 

50215Q6 

MACI LCII 1 



Command & 

Conquer " 

Strategy Game 5050208 




I 

Mechwarrior2 - 

Arcade Style 5043609 



7th Guest 

Interact. Game 5C04700 

ES HijBB 


CHOOSE ANY CD-ROMs FOR 


PLUS I MORE AT 
PA GREAT SAVINGS! 

(See details ^low.) 


How To Select CD-ROMs 
For Your System. 


SYSTEM CPU RAM PERIPH. 

SYSTEM Button indicates the avail- 
able operating environment(s) for a 
given selection; DOS (for PC), 
WIN3.1 (for PC), Macintosh. 

CPU Button indicates the minimum 
processor required. If a title is 
available in PC and Macintosh 
formats, the top half of this button 
represents PC system require- 
ments and the bottom half repre- 
sents Macintosh system require- 
ments. Note; Ser.=Series, 
Class.=Ciassic, Pent.=Penl(um. 

For Mac - LC series includes LC 
475, Performa 475. Quadra, Centris, 
Powerbook 180C, IIFX or better. 

RAM Button indicates the minimum 
amcunl of RAM required, 
PERIPHERALS Button Indicates 
required peripherals. M=mouse. 
J=|oysiick, K=keyboard, P=printer. 


For all titles, the minimum system 
requirements recommended 
(unless otherwise indicated) are; 
Hardware: SVGA monitor (256 col- 
ors), sound card, 40MB hard drive, 
double speed CO-ROM drive. 
Operating System: DOS 5.0, 
Windows 3.1, Macintosh System 7,0. 


FX Fighter 

Arcade Style 
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Nascar Racing 

Driving Sim. 5001300 


Compton's 

Encyclopedia 

Encyclopedia 50460D8 


Shanghai Great 
Moments 

Strategy Game 
wiNsil'wSl T 

i.iAC 1 lCii 


5031802 
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Woodruff And The 
Schnibble 

Adventure 5037304 


Daedalus Encounter 

Interact. Game 5034707 




The Lost Mind Of 
Dr. Brain 

Children’s Ed. 5037502 


The Pagemaster 

Adventure 5027008 


Astronomica 

Astronomy 


[03 


[00 


Worldwide 
Web Directory 

Internet Guide 5049002 




The Complete 
Bartenders Guide 

Gen. Interest 5034103 


King's Quest VII: 

The Princeless Bride 

Adventure 5024401 


5049002 




Brainy Book^ 

Children's Ed. 5048905 


il^T erro 1 ' 


Bodyworks CD 4.0 

Medical Ref. 5036702 


Jumpstart 

Kindergarten 

Children's Ed. 


[00 


‘IB 


DB 


Mavis Beacon 
Teaches Typing 

Typing Tutor 




Mac Pak: Beginning 
System 7 & 7.S, Intro to Claris 
Works, and Audio Guide to 
Quicken 

Computer Tutor. 5032404 


Instant Internet Access 

Internet Guide 5031000 


The Bible 

Bible 


The Random House 
Kid's Encyclopedia 

Children's Ed. 5027909 


Jumpstart First Grade 

Children’s Ed. 5045901 


B 0 


[IB 
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I.IAC i~[r 


HB 


5031703 
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AAA Trip Planner 

Travel 5011606 


Police Quest: 
Open Season 


Dr. Ruth's 

Encyclopedia Of Sex 

Home/Personal 5027602 


OB 
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OB 


PTS Official 
Windows '95 Tutorial 

Computer Tutor 5043007 


Berlitz Live 
Spanish 

Language Tutor 5043401 

iaa;BiB 


Beer Hunter 

Gen. Interest 5040803 

WI^RIB 


Microsoft Bookshelf 

Gen. Reference 5009402 
wiNiT I* 


wiNiT I*': 

MAC I L 


Martial Arts 
Explorer 

Historical 


OB 


5049804 
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CD-ROM DIRECT 


A whole new way to get the most exciting CD-ROMs - 

games, reference, edutainment and more - all at great prices! Just write in the 
numbers of the 2 CD-ROMs you want for $9.95 each, plus shipping and handling. 
In exchange, you agree to buy 4 more CD-ROMs in the next 2 years, at our 
regular prices (currently as low as $29.95, plus shipping and handling) - and you 
may cancel membership at any time after doing so. What's more, you can gel one 
more CD-ROM right now for the low price of $1 9.95 and have less to buy later (see 
complete details in coupon). 

Free CD-ROM magazine sent approximately every 4-6 weeks (up to 13 
times a year) reviewing our Featured Selection - plus scores of alternate choices, 
including many lower priced CD-ROMs. And you may also receive Special Selection 
mailings up to tour times a year. (That's up to 17 Exjying opportunities a year!) 

Buy only what you want! Ifyou want the Featured Selection, do nothing - 
it will be sent automatically. If you'd prefer an atternative selection, or none at all, just 
mail the response card always provided by the dale specified. You'll always have 14 
days to decide; if not, you may return the selection at our expense. 
Money-Saving Bonus Plan, if you continue your membership after 
fulfilling your obligation, you'll be eligible for our generous bonus plan. It enables you 
to enjoy great savings on the CD-ROMs you want - for as long as you decide to 
remain a memberl 

10-Day Risk-Free Trial. Well send details of how Columbia House CD-ROM 
Direct works along with your introductory package. If you’re not satisfied, return 
everything within 10 days at our expense tor a full refund and no further obligation. 
Act now, membership in CD-ROM Direct may be limited. 

For faster service, use your credit card and call us toll-free 24 hours a day, 

1-800-792-1 000 gPf 


[ Bloomington, IN 47404-149L 
Yes, please enroll me under the terms outlined in this advertisement. As a member, I need buy just 
I 4 more CD-ROMs at your regular prices within the next 2 years. 

I Send my CD-ROM selections for: (check one only) Cpc (1 ) B Macintosh (3) 

„ „ „ Write m the selection «'s below 

I Send me these 2 CD-ROMs for just $9.95 each i ^ 1 i 

plus $1.75 each shipping/handling (total $23.40) Lf | L2 

' Buy your first selection now and have less to buy later! 

I D Alsosendmy first selection for $19,95 plus $1.75 shipping/handling which i'm adding to my $23.40 
, payment (total $45.10). I then need buy only 3 more (instead of 4) in 2 years. I 


Please check how paying: d My check is enclosed. (BYM/BYQ) 

n Charge my introductory CD-ROMs and future CD-ROM Direct purchases to: (8YN/BYR) 

D MasterCard d Diners Club d AMEX d VISA d Discover 

Accaunl NumDor Exp Date Sigraluro 

My main CD-ROM interest Is; (check one) (Noie Voua>e always free locnoosc liomany category) 
d Entertainment d Education d Edutainment d Productivity 

(xxtludes d^'kJrcn's itlcs) 


Name 


. Phone (_ 


Cily_ 


_ Siate_ 


. Zip_ 


I Important! Did you remember to choose PC or Mac? Will your selections run on your system? 

Note Columbia House reserves ine tight to reauesi additional inlormation. to limit membership or reject any 
I application, or !□ carxtel any membership Offer limited to residents of the contiguous United Slates Residents of 
Ataska. Hawaii, Puerto Rico, U S lerniories, APO and FPO addresses please wnio lor separate offer. 

I Applicable sales lax added to all orders. S96-CDR/9GM [Ml ©1996 The Columbia House Company. 
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"Doift worry about 
getting fired, 
worry about getting 
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REVIEW • TORIH'S PASSAGE 




■imiif 



Price: S59.95 
System Requirements: 
IBM compatible 486 or 
better; Win 95, Win 
3.1 or DOS 5,0+, 8 
MB RAM. 256 color 
SVGA graphics, 2 MB 
hard drive space, 2x 
CD-ROM drive, mouse; 
sound card with DAC 
# of Players: 1 
Protection: None (CD 
must be in drive) 
Designer: Al Lowe 
Publisher; Sierra On- 
Line 

Bellevue, WA 
(800) 757-7707, (800) 
649-4904 
Reader Service H: 323 
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Kings Quest VIII? 

Sierra Reaches Down Lowe For A Comical Animated Adventure, 

But Torin Can’t Hang With The Leisure Suit Set 


by Charles Ardai 




1 hyihisgiinic \Vii,s- 
n’t called King’s 
Quest\'l[[ 
remains a m\'ster)' 
to inaTlic design 
follows a similar 
kid-safe, mother- 
approved foil nnla. 
Alight, humorous 
lone offsets darker 
elemenls in the plot. Cute animated 
plants and animals lell jokes and gi\’e out 
information, and characters present a 
player with simple pu/y.les to solve in 
exchange for help. Sierra made ToitIN’s 
I’vss veil': as non-confronlatinnal as a 
Sainrday morning cartoon, with the trade- 
off that few gamers will find it intriguing. 

Designer Al I x)we, the prankster 
behind the legendary’ I .KISUlU'; Sl.Tl' 1 ARItV 
games, saves Tokin’S P/\.SS,'\(.;i'; from being 
a complete KlNCi’s Qi il'iST clone. Just 
when you’re about to O.D. imAlcidiliii- 
sb le canned corn, a character w ill bump 
his head on the nienn bar, orrcacli oiil- 
side of the main window to start pirshing 
buttons on the inlerfaee. hew tether 
designers w ould hide a black-and-white 


r ERRAND BOY In order to gain access to the Lands Below, 
Torin gets cowed into completing several time-consuming 
tasks for this crazy coot. 


^ MIXED MEDIA Designer Al Lowe spices 
I surprises, including this black and white 

parody of a ’50s 'IV sitcom in the middle 
of a fantasy game. De.s]3ile the.se rcfre.sh- 
ing moments of I xjwc’s trademark humor, 
he moslK’ slicks to a banal, Disney- 
flavtired fomiula. 

TORIN'S TEPID ADVENTURE 

Players familiar with 1 xiwc’s bowel- 
ecnlercd siew of (he 
world will be surprised 
to hear that he stages 
game|)layin'roRiN's 
P/VSS,'\c;!' outside of the 
protagonist’s lower 
intestine. 'Ibrin lives as a 
farmhand in a non- 
de.sciipl shire iiiThc 
Lunds Above. Nc\ er 
one to be subtle, lx>we 
quickly slails pushing 
'liirin's buttons. As an 
infant prince, he w'it- 
nc.sses his ro\’al parents 
murdered in their beds 
byaii uiiscnipiilons 


Up the banal fare of Town’s Passage with a few 
TV sitcom spoof. 

advisor. Some years later, be looks on 
iielple.ssl\’ as an evil ,s()rcere.ss named 
1 .yeeiitia traps his foster parents in amber 
and takes them awa)'. ' 1 hat’s two sets of 
parents lost in the first five miiuiles of the 
game. 

' 1 he game centers around 'Ibrin’s 
search for his kidnapped foster parents. 

1 lis quest takes him to the Uinds Below, 
four concentric worlds located within the 
planet like layers of a jumbo jawbreaker. 
IsseaqDa is a uilliirc-filled wasteland of 
sheer cliffs. Pergola has lu,sh grccnciy, 
roiling hills, and inioialiire inhabitants 
who .sw arm all o\ er biin a la "Gulliver’s 
'Havels." {1 xrwe’s w ieked streak shines 
tbroiigli here. Ifyoii dtai't movc'lbrin 
quickh’ enough when the cute little 
Pergolans tie him up, they will eat all the 
flesh off of liis bones.) After pa.ssing 
tiimugli volcanic Asthenia, 'Ibrin encoun- 
ters the core world of lenebroiis, where 
the climax happens. 

'Ibrin adds another dimension to his 
quest when he meets King Rupert of 


CG 
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F.scar]w anti licars of liis Ix'aiitifiil, miss- 
ing danghlcT I xi-cnah, Wlicn Ik- finds 
Ix'cnah tied to a stake in Pergola and frees 
her, lie has a romanlic inlerest. I left her 
tied to the stake, hoping to see (he 
Pcrgolans strip oft lier flesh, or at least her 
jerkin, hut Sierra doesn't let I /me indnige 
himself that nmch. ’lbrin also has a pnr|)!e 
cat-shaped sidekick named Poogle, w ho 
accompanies him throughout the game. 

I ,ike Pldsiic Mcin. Boogie can re-form his 
.stretchy proto|)lasmic hod} into all sorts of 
useful .shape.s, .such as a lantern, a shovel, 
and .so on, 

Linforinnately. Boogie .ind man\' other 
characters inToillN’s Pvss.\(;i': dehase the 
game into nothing more than an intcrac- 
ti\e Saturday morning cartoon show. 
Animated in .sla[}stick detail and gisen a 
burbling Scooby Don voice. Boogie gels 
old c|nick. like other insnffenible cartoon 
animals, he talks in silh; mashed up \\ (>rds. 
I.,ycenlias hulking right-hand monster 
Dreep is .similarly unhear.ihle. 'I he design- 
ers strained too hard to he cute, and 
achie\ ed only a phoiu'culeness that 
leaves a bad aftertaste. It shows in the 
eviggerated orbits of Boogie and Dreep’s 
googlv eyes, in the cloving romantic 
scenes between 'Ibrin and 1 xjcnah. and 
throughout the re.sl of the game. 

IT BOGGLES THE MIND 

1 .suppose kids might enjo\’ the eartoon- 
ish c|ualit}- of T()ni\’s Pvss / /c'-.\ Ian 
and 7/it' Siuwfs were both higliK' rated 
shows for hea\ ell’s sake. I he game is 
plasablc, but froin.M 1 /me I ev))eci Rcii 
and Sliiiij)}’ raliierthan.S7mii7;c’/Ti’ 
Sharlcakd. lnToRi\'s P\ss\(:i;. I /me 
mo.slK offers us a plate of tripe, accented 
ver)’ sparingK'with his patented satire. 

Ironically, 1 x)we dishes uj) the same 
vapid dialogue v\ ilh a stniight face that he 
lampoons in the game's in-joke 'IV. show 
parody. 'Ihc parody studio audience dou- 
bles over in canned In'stcrics in response 
to untunnv jokes and c-vclaims, 

“Awww...” in unison after hearing .s\Tup\' 
mmance lines. It’s a device that craild 
have been used throughout the game. 
Abu’rc far loo beautiful for me to leave 
you here!” says 'Ibrin when he finds 
Ixcnah bound and helples.s. 


''.■Vwwwv... ' 

"So help me," the .spirited filiv retorts, 
“lf\ou set me free. Hi scratch \ our e\es 
out!" 

(hiughtcr.) 

I /Iter the smitten prince sa\-s. Aim are 
beautiful, wonderful, perfect. Will i see 
sou again?" 

Aim must!” says Ix'enah. 

‘'.\WWWA\’..." 

'I hen, thevgo to kiss, but Boogie pops 
his furr\ pur])le head between them, 
spoiling the moment. "Booglef 
'liirin shouts, rolling his ey es. 

(Cue to chuckles and applause.) 

The soundtrack, composed b\ 
Academy Aw ard-winner \ liehel 
I egraiid, doe.sn't help. I'A ers- gener- 
ic track sounds like H 01110171 \on'\’c 
heard before. 'I here’s an "oom-pah- 
pali" tune, swelling theme music 
suggesiise ot john Williams’ mnsie 
lor .S’u/jL'/vnc//;, a generic ronianlie ' 
theme, a generic “jungle drums" 
theme, and so lorth, 

Ihe visuals, iliongh lovetv.are 
ei|uallv generic. I here’s no wa\ to 
tell that y im're in 'liirin’s world rather 
than, say, Piers Anthony's Xanth. 

The voice acting isot high cjiialily 
and ultcrlv unmcmorable.'Ihrow in 20 
easy pii//le,s and you have a consistent 
overall picture: I .ikeaii kvCaixuhs. 
ToRIN's Pvssua , is a slick, profcs,sionallv 
produced esereise of little con.sec|ncnee. 

'Ihe game has only one major bug. a 
flaw that makes it impossible for some 
gamers to save the game after a certain 
point., \i.so, even on my Pentium, it runs 
loo slow Iv lor a game where your charac- 
ter has to w alk back and forth over the 
same ground .several times, the speed of 
the animation can become an issue. If 
speeding up Ihe game was impo.ssibledue 
to hardware limitations, I'd at least liave 
wanted some method to cut the anima- 
tion sc(.|uenecs .short. 'lb the be.sl of my 
knowledge, generic walks across a single 
.screen can be abbreviated, but anv 
,scc|Uence containing animation scenes 
cannot be cut. 

I here is also a slight problem with cur- 
sor [ilacement. For example, the menu 
bar appears not when vou have vour cur- 


sor in the n[)per left-hand comer of the 
screen, but when it is a little below the 
upper left-hand coiner, 'lb call up the 
directional aiTow sthat allow vou to mov e 
from screen to screen, vou must position 
the cursor a little dislanecavvav from the 
edge of the .screen rather than at the edge 
itself. In one scene, vou have to lie a rope 
to'lbrins leg and then to a tree limb, but 
because of cursor t|uirks. I kept aceiden- 
laily untying the already-tied knot rather 
than K ing the one that still remained to be 



RATED G The game sugarcoats potentialiy serious situations 
{like when Torin gets killed or maimed) for the benefit of younger 
viewers. 

tied. Such quirks annoved me, and thev 
would have annoved me even more if I 
had been nine or ten v ears old, which I 
a.ssume is the intended age for this game. 

Many nine- or ten-y ear-olds mav find 
Boogie adorable and tlie ston of'l’ORlN’s 
I’vssvci: entirelv to their liking — but not 
precociou,sones.T()RlN's lAs.s'.utlAsa 
passable game in every .sense of the word. 

It’ll do, but I'll pass.Ss 


^An>EAL: Lovers of Kings Quest 
games and/or Saturday morning car- 
toon pablum, but not fans of Al 
Lowe's typical irreverent wackiness. 
>PR<^: Lots of lusb animation and 
an engaging (thougli generic) story- 
line. 

^CON& There’s 
very little here of 
Al Lowe’s usual 
comic brilliance, 
and the whole 
thing is as flavor- 
ful and distinctive 
as a glass of 
water. 
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Featuring Space Cadet 
as seen in the Microsoft® PlusI 
companion for Windows® 95 


^THE HEFTY ONE 

B ABOVE WILL GIVE YOU THE REAL 

gv ARCADE EXPERIENCE AT HOME— AND A QUICK TRIP 

“ TO THE CHIROPRACTOR. THE SLEEK, LIGHTWEIGHT MODEL BELOW— 

FULL TILTI PINBALL— ALSO DELIVERS THE 3-D, MULTI-BALL PINBALL ACTION YOU 
CRAVE, while saving your back (and a pocketful of quarters). With Full Tiltl, new 
■ \ for Windows® 95, you're bringing home three different tobies — oil with real boll 
' movement, real sounds, and really cool zipper flippers. So pick up Full Tiltl, 
' real, tournament-style pinball made easy. (Weight belt not required.) 


Avoibble For Windows 95. Coming For Macintosh. © 1 995 Maxis, Inc. All rights reserved. Full Tiltl Is a trademark 
and Maxis Is a registered trademark oF Maxis, Inc. All other trademarks or registered trademarks ore the property of 
their respective owners. For product or ordering information, contact your local retailer or coll 800^3-MAXIS. Visit 
the Maxis Web Poge at http;//www.maxi5.com. 
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THE DIG • REVIEW 


lies taken lon^ lime 
these class (think 
s{\rwor 2), its not 
iscuil that 
is’ high-brow 
reisonk'noss'see- 
ight. CertainK’few 
er games lias’csueli 
,iiishecl pedigree; 
[.ucas’ company, a 
Stesen Spielberg slors; dialogue by Orson 
Scott Card, c\ cn a noselizalion farm Alan 
[\‘an ['bstcr. While i usually avoid pre- 
release buzz, 1 will admit tlial 1 anlieipated 
Tl II''. Die;, and to be lionest. 1 wasn’t disap- 
pointed. Unfortunately, whatwc might 
have here is a game too good for its genre. 

THE SKY IS FALLING...AGAIN! 

Tl IK Dk: begins w ith a cliche of Sk’ 
computer games; a mega-asteroid is on a 
collision course with the Big Blue .Vlarble, 
and unless something is done (|uickly. it’ll 
be eockn)aches sitting in a theatre w-atch- 
ing I'iomoSapiens Bark in a few- million 
vears. As Boston lx)w, the N/\S.A mission 
Commander. ) ou must take a crew of 
experts up in a modified shuttle-craft to 
nuke the incoming rock into a kinder, 
gentler orbit. Wdiiie the mission rec|uires 
file .s])ccialist.s to succeed, onlv three will 
lenlure down to the a,slemid surface. M>u 
and two others, a gutsy woman reporter 
and a slightly superior-sounding 
Ccnnanic archeologist arc assigned to 
plant the warheads. Ihough the rationale 
for sending such an eclectic group instead 
of a SI'IAL demo team is a thin one, you’ll 
be willing to suspend a little disbelief as 
things unfold. 



Spielberg’s 

Comet 

baking Through The Dig’s 2-Year Vapor Trail 
Reveals A Good Game Underneath 


by Martin E. Cirulis 



k’or some, just getting tiicrc and 
deflecting the killer n)ck would be adven- 
ture enough, but for this game it bareh’ 
rates as a first act. I think I 'll bcgii ing 
nothing away when i tell you that things 
really start after vou deflect the asteroid 
into orbit, when your excursion team ven- 
tures back down to the blasted .surface out 
of plain of euriositi'. Once there, \ou "dig" 
around a bit and find yourself in an Id' 
icrsion of"Mou.selra]).'’ In realiti; the 
killer n>ck is an Alien l(J le,st for the Isarth 
and)ou pa,ss it with filing colons. 
Unforliiiialeiy, your prize is an ap|)aieull\’ 
one-way trip to another world, courtesy of 
the asteroid, which turns into an I’l’l ,star- 
.ship and takes you to a place “far, far 
away.” (And “long, long ago,” if vou'rc a 
fan of relativity.) 

[■'rom the moment \our “.ship" evapo- 
rates around you— and you are greeted by 


nothing except blowing .sand, high moun- 
tains and two strange moons in the sky— 
you and I’our team realize that not only 
are \ ou not in Kansas ani niore, but the 
nearest McDonalds is pmbabK'not within 
space-shuttle distance. 

Once you accept that you’re on your 
own, the parlv must detemiine the secrets 
of this alien base while avoiding such Iriii- 
alities as staivation, deliidralion and just 
plain old accidental death. .After you get 
the hang of the area and receive help 
from an Iv rghost/tour-guide, vou begin 
to realize that, while the place seems 
abandoned, it once sen ed a i)ur])n.se of 
galactic in port — and if you can jirst fig- 
ure things out, not only might you find a 
way to get home, you may just change the 
path of I lumanity itself. Of course, things 
are never straightfoni ard, and along the 
way you discover that your companions 




Price: $44.95 
System Requirements; 
486DX2-66 or better, 8 
MB RAM, VGA graph- 
ics. 1 MB hard drive 
space, 2x CD-ROM, 
mouse: supports most 
major sound cards. 
Protection: None (CD 
must be in drive) 
Design: Sean Clark 
with Steven Spielberg 
Publisher: LucasArts 
San Rafael, CA 
(800) 985-8227 
Reader Service: 11325 
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ADVENTURE/RPG 



REVIEW • THE DIC 



niny have different ideas on liow to do 
things and what’s important to the species. 

DIAMONDS FROM THE SCUMM 

\Vliile it nia}' suqjrise tlKjsc who w ere 
expecling some sorl of leeiinological leap 
after waiting so long for the game to cook, 
tlris is your basic LneasArts ad\'eniiirc 
game, using yet anolher refinement of 
their traditional SCUiVlM engine. So 
right here, if you value live action over 
actual gameplay or writing, then this is 
probably not your cup of pap. For the rest 
of us, the ones who didn’t regret the lack 
of video for a moment in Kui.i.THlt()Tl'l,K 
or Sam n’ Max, this game is a step into the 
realm of art. 

Vei)' little lias been done with the intcr- 


^ SCRAPING THE SCUMM LucasArts' interface, though dated, is still one of the best ways to 
I get around in an adventure game, 

face; it’s vour basic pick up object/talk to 
pcoplc/glowing cursor over hot-spots kind 
of game, and 1, for one, am glad they did 
not waste time fixing something that wa.s- 
n’t broken. 'I'l IE Die technical team did 
.spend time on gameplay backgrounds 
and .sounds. It’s a mistake to dismiss these 
details as mere chrome while mmmaging 
araund for“the real game.”'ri IK Dio’s 
.special effects and sound are exc|uisitc 
and do more to draw yon into thestoiy' 
than an)’ live-video game I have seen 
rcccntly. 

'Ihe planet and ancient base are drawn 


with imprc.ssive detail for its low-resolu- 
tion, and the alien technolog)' is consis- 
tent and visually fascinating, dhis is one of 
the few SI’’ games that truK- captures the 
sense of e.xploration and trepidation that is 
the act of discover)'. Hie creative images 
are coupled with a subtle and weli-crafted 
soundtnick that blends niirsic witli an 
almost constant backdrop of sound. From 
sand rustling to water dripping to tlie wind 
whistling through ancient cas’cms, vou 
alwa)’s feci like there is a real, albeit 
Spartan and de,solate, world around you. 


RIPPING THE ENVELOPE 

The real power behind 'I'l IK: Dic is the 
wTiting and stor)'. Instead of seeing tlie 
various alien artifacts and messages as 

simply game clues 
and jxizzles, each 
lends itself into a 
wiiole that leaves 
you w'anting to 
know more than 
)'ou rccjuire to sim- 
ply finish the game. 
Characteri/ation is 
not tcrrribly origi- 
nal, but it is strong 
and largely realistic 
... and that’s the real 
pmbicm with this 
game: the clash 
between realism 
and the mechanics 
of an acKenture 
game. 

'Ihe writing and 
.setting gis'cs the 
pla\ er such a high 
expectation of realism that when an 
adventurism appears, it’s like a slap in the 
face with a wet smurf. At one point, you 
need hei]) to force o]ien a door. Now', Ihe 
feish’ reporter is onlv a few hundred yards 
awa)', working on some alien consoles, 
and she is perfectly able lo make it over to 
you and help out — but she inancK' refus- 
es to lielp, because “the answ er" lo "the 
puzzle” is lo resurrect a dead man! Is it 
ju,sl me, or does using the power of a Cod 
to get something done, ii istead of just 
selling "Quit being .such a and give 

me a hand!" .seem slighllv excessive and 


grossly unrealistic? 

In fad, the interaction bcKveen you 
and )’our I’wo crcwinatcs is louled as a 
strength, but it actually w eakens ihe 
game. Ctoing through it .solo would have 
actually enhanced the experience, by not 
slamming you against character motiva- 
tions and con\’cr,sations that reflect game 
mechanics instead of Ihe story. 

'llie heightened realism of the story 
also clashes with the puzzles lhemscTve,s. 
mo,stl)’ because of the preconceptions 
built b)’ playing more traditional adven- 
ture games. Most experienced gamers are 
used to a “cold, w'anii, hot” response 
when we work w'ith air ach enlure puzzle. 
If you are on the right track, even if you 
haven’t done everything you need to do, 
there should be some visual or sound liini 
lliat) OU are getting wann.'niis admitted- 
ly unrealistic con\’cntion is lacking in 
many of the more complex problems in 
this game, and ihcv are much more diffi- 
cult to ,sol\’c because of it. Gamers should 
beware of abandoning a .seemingly right 
idea just because there is no result at all — 
tweak )'Our plan a bit ai id lix' again. 

SHOW ME THE WAY TO GO HOME... 

In the final analysis T'l IK, Dit; is really a 
well-c'xecnicd, challenging game that uses 
plot and detail to bring out the best from 
an aging game engine. WTiilc it isn’t the 
longest adventure game I’ve ever [jlayed, 
there are plcnt)’ of w onderfully crafted 
locations and the piaver is in no danger of 
the Fui.l. 'I'l lR(rni.E “great fun for an 
afternoon ” problem. I doubt many 
gamers w'ill be claiming they did not get 
their monev's w ortli herc.*fe 

^APPEAL: Anyone who loves a 
good, challenging sci-fi story and 
doesn’t require the latest in SVGA 
graphics and live-action video. 

>PROS: The Dig not only goes to the 
stars but shows the direction that 
adventure games, animated or live- 
action, need to go. 

►COHS: Dated 
graphics and 
engine, and some- 
times the well-told 
story and the 
adventure game 
elements clash. 





something 


against 



Gotham City is sinking in evil... Two-Face and The Riddler are on the loose and laughing at you! So team 
up as Batman and Robin and take back the night! 125 attacks! 80 lethal levels! BATMAN™ FOREVER — the 
mother of all fighting games! It’s ultra-real combat that’ll blow your PC to bits! The legend continues. ..forever! 



Over 125 awesome Two-Face and The Riddler await! 

moves, gadgets 
and attacks! 



Over 80 unbelievable 
stages! 



Real digitized 
characters and 
backgrounds! 


B R T M R N “ 

FOREVER 


THE C3 A IVl E 


DOS Windowsf 95 




FOT INFORMATION ABOUTTHE ESR8 RATING, OB TO COMMENT ABCWTTHE APPROPRIATENESS OF THE RATING, PLEASE ODHTACT 
THE ESRB AT 1-600-771-3772. ‘BATMAN ant all related elements are the properly of SC Comics TM & C 1995. All rights reserved. 
Windows is a registered trademark of Microsoft Corixiratlon. 0 1995 Microsoft Corporation, All rights reserved. Acclaim Is a division and 
registered trademark of Acclaim Entertainment, Inc. ® 1995 Acclaim Entertainment. Inc. All rights reserved. 
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( ^Introducing the ultimate^ TEAM BPDRTB BET™ 


Like to play team sports? Like to win? Want to do more than Just win? Want to pummel your 
opponent Into the hoards and tnto submission? Than you need the TEAM SPORTS SET" 
from Gravis. It's the world's first and fastest digital, multl-playar, multi-button, PC-game 
systam. It Includes the Gravis GrIP MultlPort'PC-Game Intarfaca, plus two GrlP-Pad' B-Button 


Controllers. Which 
arcade-like speed, 



means you and three buddies can get unbelievable. 


control and response. This Is PC-gamlng like you've 
never seen It before. It works with all PC Sports games, but you'll really he thrilled when 
you play Hockey or Basketball. So we threw In software, too. Gat the TEAM SPORTS SET, 
and prepare yourself [roR the next century of gaming] 

CALL 1-BDQ-BB3-8558 


Gravis GrIP Support Is built Inlii evory Wlndows«95 DlracI Input Game. 

el 595 Advanesd Gravis Computar Ibchnolopy LTD. All rights reservad. ThamSporls Sal, Grip Pod, and GrIP Multlhrt srs Iradecnarlis ol Advanced Gravis. 



CR/WIS. 

World Lead tr in PC Gome Control/eri 
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[m oaler lo gi\’i; D\V/\NCO ii good 
trial run, ! logged on lo the Denver server 
with a nondescript user name (to hide my 
affiliation with Compt//t’rGcj)mng).'nic 
first area I came across was the chat area, 
a no-eliarge "room” that DW'/VNGO 
players use lo organize games and boast 
about their c'xploits. A user by the name of 
“Cleaner" was kind enough to show me 
the ropes, inviting me into a game of Tl IK 
UlTlNWiK Doom. As a big-shot game 
re\iewer-t\pe, I assumed that i knew my 
w-a\' around a BFG-9()()() as well iis the 
nest guy. Big mistake. Over the next 30 
minutes, 1 was given a hai'sh lesson in 
utter humiliation— the name '‘Cleaner’’ 
was certainK’ an apt moniker for m\' 
o]Dpouent, 

After all the experience I’s e had with 
modem, serial and network games, 1 
expected more hiccups and glitches than 
1 encountered. DWANGO, in fact, per- 
fomied nawlessK’ — in a four-player 
dcathmatch that lasted nearly an hour, 1 
wasn’t hooted off the sen'cr for a bad data 
packet, .spurious line noise or any other 
system glitch. I also encountered a good 
mix of player skill levels at the Dein er 
server, including DVVANCC) neophytes 
like mv.self,and players like “jeepster,” a 
college student from Id. Collins, 

Colorado. Matching playcR of similar dif- 
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ii DWANGO 
performed 
flawlessly in 
a four-player 
deathmatch 
that lasted 
nearly an 
hour, 


fter eradicat- 
ing all the 
fireball-s])il- 
ting imps, 
nalevolent 
maneubi 
and tmeu- 
Icnf 

Cacode- 
mons from 
the pixelized corridors of DOOM II — for 
the umpteenth time— what doe.sa dedi- 
cated Doomster do for kicks? If you liaj>- 
pen to work at an office cc|uipped with a 
network and a pa.ssel of 486 machines, 
you can round up some co-w orkers and 
deathmatch the dav away. Unfortunately, 
this option has its share of problems, most 
notablv the shrieks of rage certain to 
emerge from the nelw ork adminstralor’s 
cubicle as (he LAN slow's to a lurching 
crawl, driven lo its knees by yoursirtual 
hloodsport. Modem play is another 
option, but once you’s e tasted a four-play- 

►DWANGO is hard at work adding 
even more games to their online 
service. Nothing is written in 
stone yet, but gamers may soon 
be given the opportunity to play 
EF2000 (Digital image Design), 

Al Unser Jr. (Mindscape), 
Command & Conquer (Westwood) 
and Microsoft Golf online via 
DWANGO. Time will indeed tell if 
these games make a showing on 
DWANGO: regardless, the com- 
pany is obviously determined to 
provide multiplayer options to 


cr network free-for-all, nothing else quite 
cuts it,.,i!ntil now. 

If you have a modem and a credit card, 
DWANCO (.short for Dial-up Wide Area 
Network Camiug Operation) conid he 
your ticket to multiplayer gaming salva- 
tion. DWANCO’s menu of supported 
games currently icads like a fast-food 
menu for action aficionados, with games 
like Doom, Dt)OM II.Tiik UkuM/Xik 
Doom, l-lKiy-iic. I !km-;n,Ti-r.min.m, 
Vi-Locnv, Mkc;i i\VAiuiioit2,Ti',K\VAkand 
WiTCl LAM'.N being available for jjlay. 

If you live near a DWANGO sen'cr 
(there arc currenlK' close to 50, located in 
major metropolitan areas across the 
I hiited States) you can dial in with a local 
call. Ifyou’rc not blessed with such clo.se 
proximity, you’ll have to spend extra clams 
on long distance phone senice. 

Becoming a DWANCO siiUseriher 
will cost you $7.93 for five hours of game 
lime each month, w'ith additional hours 
costing extra. 

fans of all game genres. 

►Web Watch: Dave Taylor of id 
software recently co-founded 
Crack dot Com, a new game 
company specializing in PC 
games. Crack’s first release is 
Abuse, a hot shareware side- 
scroller with a built-in level editor. 
To get abused, check out Abuse 
at http://www.crack.com. 

►The same programming team 
that crafted Apogee's Rise of the 
Triad is hard at work on yet 
another 3-D action game. 

continue on page 138 





INSIDE ACTION 4 


JEFF JAMES 


*»>CQniinued from page 137 


Dubbed Prey, the new 
game posits that nasty 
alien critters from space 
have nabbed you from 
I Earth and are forcing you 
I to fight for their amuse- 
I ment. The storyline 
■sounds like a cross 
between Spartacus and 
.Predator, but the most 
I important feature will be 
I the "true 3-D" game 
[engine. Look for Prey in 
I ‘96. Until then, you can 
[check out the 3-D Realms 
[ homepage at 
[ http://www.apogee1. com. 


ficiilh' levels is fiiirk 
ciis)-; ;is L'iicli player is 
given a rating tlial 
reflects howskillecl 
they are. 

Newbies bew are: 
DWANGO has the 
potential lo be a bit 
harsh on no\ices, as I 
discovered when I 
entered a game of 
DooMlIwith two 
gii}^ named “Paradox" 
and “Nails." Aftera few 
minutes of i)la\', the\’ 
abmptly exited the 
game and entered the 
chat area, lca\ing rne 
stranded within the 


current level. As I emerged to find out 
w'hy I’d been abandoned, 1 w'as addre.ssed 
with such with’ hits of tsped dialogue as 
“hahahahaha" and "Just I 'uc’^in’ with 
\'aT’ Necdle.s,s to say, finding a sportsman- 
like team of gamers to face off against 
can be as important as choosing w'hich 
game to play. 

Bad a])plcs in the gaining pool notwith- 
standing, DWANGO delivers admirably 


as a multiplayer gaming .sv-stem. ' 1 1 le cur- 
rent em[)hasLs on action games, according 
to DWANGO President Robert i liinticy, 
is just the first part of a transiton-' ])ha.se 


toward supporting even more games. 
"We’re looking at sL\ genres of games 
that we’d like to .support," 1 liintlevsajii. 
“Our vision for DWy\NGO is as a fnllv- 
featured gaming scnice that’s not just 
action and shoot 'em up games, but as 
one that will sipport any .sort of game 
we can put on it." 


COMING 'ROUND THE MOUNTAIN 

DWANGO may be king of the multi- 
player gaming mountain now, bnl chal- 
lengers to the throne lurk around e\ er\' 


comer. Gompanies like the Imagination 
Network, MPGr-NcI and the Concentric 
Network— w'hile a bit long in the tooth 
technologically— arc still w aiting in the 
wings for a front-runner like DWANGO 
tostninhlc. I luntlej' attributes part of 
DWANCO’s succe.s.s lo their bottom-up 
approach to network design and their pro- 



A HEX ON YOU No network? No problem— you can play multiplayer Hexen 
on DWANGO’s dial-up service. 


AAA 



Mortal Kombat 3 Cheat Codes 
If you’re getting pounded into pate 
trying to best Shao Kahn and his gang 
of goons, try out these cheat codes for Mortal Kombat 3. At the DOS 
prompt, enter the codes after you type in “MK3'’ (without quotes). 

Here’s an example; MK3 9966 

This will force the game into backwards mode, with all the fighters fac- 
ing away from each other 


need to refer to your MK3 instruction manual (pages 17-18) on how to 
implement them. 

6- 4-2-4-6-8 Loads and plays Gaiaga, then the game ends 

2-0-5-2-0-5 Victor of round one battles Smoke for one round 

0-3-3-5-6-4 Victor of round one battles Shao Kahn for one round 

9-6-9-1-4-1 Victor of round one battles Motaro for one round 

7- 6-9-3-4-2 Victor of round one battles Noob Saibot for one round 

9-7-8-2-4-3 Shortens combat 


Got it? Here are a few more ... 

3-4-8-2-7-9 

Half timer 

MK3 1111 

fighters are miniaturized and float 

9-7-2-2-7-9 

No timer 

MK3 603015 

Combat is in slow motion 

4 . 6 . 0 . 4 . 6-4 

Random combat 

MK3 12345 

The fighters are stretched, making them taller 

1 -0-0-1 -0-0 

Disables throwing 

MK3 54321 

Fighters are miniaturized 

2-3-9-4-9-4 

Disables sweeping 

MK3 8888 

Fighters are expanded, making them dumpy 

0-2-0-0-2-0 

Disables blocking 

MK3 8000 

Enters turbo combat mode 

9-8-7-1-2-3 

Eliminates power bars 

MK3 1995 

Invisible Kombat 

0-3-3-0-0-0 

Handicaps player 1 

iVIK3 831 

Your fighters turn invisible 

0-0-0-0-3-3 

Handicaps player 2 

MK3 1000000 

Enables Shao Kahn and Motaro (in two-player mode 

3-3-4-0-0-0 

Player 1 takes half damage from hits 

only) 

VS Battle Codes 

These codes can only be entered on the VS BATTLE screen. You'll also 

0-0-0-3-3-4 

5-5'2-2-5-5 

3-3-4-4-3-3 

Player 2 takes half damage from hits 

Both players take double damage from hits 
Both players take half damage from hits 


CG 
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you ’ve 
never seen 
music 
like this 
before 



Introducing a 
new and exciting 
interactive release 
from Angel Records 
with the great sounds 
and music that you 
know us for. 


LucasArts Entertainment Company 
8c Angel Records presents 


THE DIG 

SOUNDTRACK 





THE DIG, an epic CD-ROM 
that’s as close to hard- 
core sci-fi as adventure 
gangers have seen in a 
long time. To coincide 
with the launch of THE 
DIG gaming package, 
Angel Records is releas- 
ing the soundtrack CD 
and CD-ROM demo 
of this highly-anticipated 
LucasArts venture. 

With its rich Wagnerian- 
inspired score, this 
musical companion piece 
perfectly captures all 
the fantastic elements 
of the game. 


ACTIOK 


JEFF JAMES 



DOIN' THE DWANGO Once you log in via the DOS-based interface, 
you'll find plenty of gamers who share your bloodthirsty interests. 


pri(jl;ir\' roiiiiiig Icclinologv, wliich gives 
tliein (lie banclw icitli to support grapliicul- 
l\'-iiitunsivc action games like Doo.M. 
Network goliallis siidi as .America 
Online, IV)c!igy and CompllScl^•c^ 1 ay 
low er over DWANGO in swe. bul 
I iiinlicycasilvslmigs lliai off: 
ITWANCOs eonccnfralion is on games 
and games oniv. "W'c have a \cr\’ narrow 


focus on wlial we oiler con- 
lenl-wisc. li's aboiil games, 
and tliat’s it." 

Tliel)iggcst cliallenge ma\ 
arise Ironi llie'liital 
iMitertainmenl Network 
(1 KN ), a new game netw oi k 
set fodelnit inearIvNb. 
Anotlier potential rival is 
Pap\ I lls, who is hard at work 
on their own mnlliplayer nie- 
inggainc network. Rut 
DWANCX) isn't standing 
still; it recentiv added siipjioit 
for the Windows 
Direct Play application pro- 
graniining interface (API), a step that 
will give Windows Pi gamers onc-eliek 
accc.ss to DWAN’C iO and simplify con- 
nection headaches. 1 liinllcv also predicts 
that DWANXX)wili have liOacccss 
nodes bv mid-lP97. 'iliev aien’t for 
getting Macintiish irsers, either: a .Mac 
v ersion slionkl he av ailable by the midillc 
ofiyph. 


ANGLE OF THE DWANGO 

DWANCX) still has .sonic rough edges: 
the service is currently .sener-.speeific, so 
if von call and register at one .sener loca- 
tion, von'll be unairle to use the .same 
account information on another dial-up 
location. As mentioned previously, chat 
areas are nnmonitored, .so parents may 
w:inl toseive as eiiaperones lor younger 
gamers. Some of lhe.se piobleinscan be 
cNpceted with any new on-line .service, 
and DWANCX) isnocNeeption. 

Regardless, one thing is certain; 

I liintleyand Ciompanvhave developed 
the inuliiplav er network of choice for 
Doom fans, and are [ilanning to aggres- 
sively cx])and into new markets, both in 
terms of new dial-up locations and sii])- 
port for even more games. You’ll 
imdonbtedlv be hearing more horn 
DWANCX) in the near future, i’brmore 
inlormalion and a free eopv of the 
DWANCX ) connection .software, cheek 
out the DWANCX) w eb .site at 



Originally developed for 
military air combat simulators, 
the ThunderSeat uses the 
sound output from your 
favorite sound card to 
generate realistic, vibratory 
sensations. You’ll not only see 
and hear but FE ELyour 
simulations literally reach out 
and touch you- though 
"shake, rattle and roll” more 
accurately describes what 
you’ll feel in a ThunderSeat! 
Prices starting at $159.99 


For, a. Faee catalosuf cali 

.4,A 18)00 • 8-THUNDER 

17835 Sky Park Circle • Suite C 

irvine.CA 92714-6106 

714 • 851-1230 FAX: 714 •851-1185 
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Ihe jaame -J - 
jWe the^gflangef'^ 
SpeGies. V. 


Comnuimtate ^Vsateilfte using the 
innqyativje TravicginNyQrkst^ion .. 


CONGO: THE MOVIE’^iOKtent into Zinj. The adventure,', 
begins where the movie left off. V ■ 

Get ready for this heart-stopping jungle adventure thatdropsj^pii - 
head-long into the .heart of the African Congo. On this all-new expedi-:; 
tioft, jfou'lhbattle mutant adversaries'wjth your high-tech weapons and 
-■'solve, nfind-bending puzzlei as you 'search fpr.dianibnds hidden deep 
withhi the Lost Citydf Zinj. An^|xpet:ienCe''sb realj;-you'll be lost in 
the jungle TOfbverL 

' • ■ ■ 1 - l^cst-perspn action-; 

adventure experience. ' 

W ' Dazziing^pet 

^ ; ciai effects and 

■ ™ ■cinematic 30' 

r ; ;; , ■^raphicsl 

ifigh-acliori 

I - ■' ^'-'..'iseguzncesand 

L ' ... X;? multitude pf 

adversaries.. 


of deadly adversar^s 
in the caves of Zini 


.Immerse yourself 


in stunning 3D graphics 


' . ' .'Immerse your- 
self in over 100 puzzles 
and lOO locations. 




For more information call (800) 469-2539 
■ or visit your local software retailer. 

, ; Call (800) 771-3772 for 

information on Game ratings. 


Use futuristic high-tech weapons in your 
search for the legendary diamonds 




Also Coming November '95 
on Videocassette 


CONGOTHE MOVIE TM &© 1995 Pnramoiiiit Pictures. All Rights 
Reserved. Game design & software code © 1995 Viacom 
Internationa! Inc, All Rights Reserved. 
Circle Reader Service #f 78 
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SNEAK PREVIEW • TERRA NOVA 


Combat 

Unlimited 

Terra Nova Makes Final Preparations To Blow Open 3-D Gaming 


by George Jones 


^ SNEAK 

ISpreview 

GAME STILL IN DEVELOPMENT 


I (>.stsoft\\;ircdcvcl()|)crs 
voulcl love for their 
I product to be descnbed 
c!s ''Ihe Tbinking Man's 
l^ut the game 
I designers at Looking 
Class Icchnologies 
aren’t happvwitli that 
descriptiiin of their 
I new est game, Tkwi\ 
Nova; SutiKp: 1''okci;Ci:nnaiiri. Came 
Constriieior/\r1 Min will tell you, C|uite 
seriously, "Wc do not want to be described 
as that. Onr product is much, much 



And thcs’re right. As much as we all 
like to define product in Icons of other 
pmduct.s. '^l•;RK\ Nova defies this sort of 
description (not that there's cnnllihi^ 
wrong with Doom), but HI tr\’ aigway. 

1 low about .Mrci iWariuorJ mixed with 





THE 'A' TEAM The ability to command your squadron members 
sets Terra Nova apart from the pack; it's a simple matter of point- 
ing and clicking. 


real time X-COM witb a .splash of 
Doom? (SoiTv,Ari.) 


FIRMA TERRA 

'Die setting is the 23rd centurv. ^bn are 



^ HEDGING EVIL Terra Nova's full-screen view maximizes the action, but still provides 
I vital statistics at the top of the screen. 


one Nikola ap lo, leader of Strike I'brcc 
Centauri, an elite annor-enc;ised as.sault 
force with a track record of getting the job 
d-o-n-e. 'ibur task is to diive the forces of a 
corrupt l''art!i — multitudes of pirates and 
totalitarian Hegemony ff)rces— out of 
your clan’s newly-fomied slice of the pie. 

Outnumbered as you maybe, you’ve 
got two tilings going for you: \ our Power 
BattlcAnnorfPPA)— the most sophisti- 
cated a.ssault-wear for its time — and \ our 
finch -trained .scjuadron. 

Advance thningh the missions, which 
v ary in their objectives and difficult); and 
you’ll gain more sophisticated weapoiu)’ 
along the way. Win it all and s ou’ll be a 
hero. 

THERE’S NO "I" IN "TEAM" 

T|';iir\ Nova looks good— what else 
would you expect from Ixioking Class — 
and pia)’s great, but its tlic presence of 
.small -srjuadron tactics that kicks this title 
up to the ne\1 level. T'he designers have 
gone one step farther than ke)sfroke com- 


mands such as "attack my target’’ and 
“retreat.’’ In 'lYiKiiA No\a you'll be able to 
draw' out specific missions for individual 
members of your squad (who have differ- 
ent strengtlis and weakne,sses) by clicking 
on tbeir icon and creating w'avjxiints, issu- 
ing offcnsh’c or defensise commands 
each step of the way. 

'I his simple addition eomplctelv 
changes the scale of the game. In one 
mission, for exiimplc, von 're cliarged with 
taking out a supply cavalcade driving a 
canyon route toward a liridge. in most 
games you’d have to mn\ e toward the 
enenyand engage them in order loget 
your team into the battle. In T'kriu N 0 \:\. 
liowever. w'c were able to gi\'e two troo|)- 
ers orders to flank the enemy and one 
troo|5er orders lo engage from abo\ c; we 
took out the bridge to halt their piogres.s. 

During the course of a battle you can 
also order squad members inlo various 
modes, like berserk, ad\’ancc and retreat. 

1 1 w'as nice to give the retreat order in the 
heal of battle and see .soldiers not just turn 
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tail and run, but cautiously back up, firing 
if ihe oppiiitiinily presented itself. 
Kcv-strokc coinniands like ‘'I'bllow me” 
and “l lclp!" will also be in the gaine. 

Of course, ha\ing squad mates is of no 
use if they bavc crummy artificial intelli- 
gence or if you can dominate battles witb- 
out their help. 1 ,ooking Cla.ss pmmises 
this will not be the Ciise. Obu will not be 
able to win mis.sions all by vourself, and 
you w on't lx: able to win missions be sim- 
ply ordering your team around," Min says. 
And w hile your partners’ A1 is still under- 
going tweaks (so is ihe enemy logic), the 
designers promise intelligent gameplav all 
around. 

One feature we did not see is 
autonomous artificial intelligence. Your 
tioopcrs w ill follow vou ifvou give them 
the appropriate order, but hopcRiliv (here 
w ou t be times when they sit twiddling 
their thumbs, unable to ihink for them- 
selves, while you get the tar beat out of 
you 10 clicks away, all because you forgot 
to gi\'c the ajDpropriatc command. Given 
h)oking Olass’ devotion to'lYlUi\ No\:\, 
it’s not likely. 

And w hilc it might be hard to control 
\'oiir men as finely as a first person, real- 
lime X-C()M squaddie, it's not complcte- 
k' out of the question for .superb taeli- 
cians. I’m not really .sure you’d want to, 
though. 

THE EYES AND EARS HAVE IT 

Stellar \ isuals and whirling 5-D sound 
can't hurl, of course, ’nioughlfully', 

1 xjoking Cla.ss is going all in out in both 


► RIVER CRUISE With the fast and furious action, you might not 
I notice the breathtaking beauty of the surrounding landscape. 


directions, 'I'kiuu Noxa’s graphics looks 
good in low-res (320 x 200) and inightv 
fine in iiigli-resolulion {320x-100).'l1ie 
tcxlnre-mapped environment is about as 
close as you can gel to tme 3-D: canyon 
depths, lakes, liilis and mountains are 
accurately portrayed on each of the four 
planets you'll fight. This isnotlhc I'YlttilT 
U.\l.lMiTi;nl-',Nca.Ni;— il'sbetler. 

The game defaults to first person poinl- 
of-\ tew with helmet and fiill-serecn views, 
but you'll probably be able to .switch to a 
coiipleof other perspectives like Chase 
vievv, 

Q-Sound 3-D Audio will he integrated 
into the TKRkA Nova’s w'iiiiiing, mood- 
setting sound track. 

SCORCHED EARTH 

C.amcpiay promises to be nothing le.ss 
than superb, Immersive locality is this 
game’s ultimate goal, and 'I'l-klU No\A 
succeeds remarkably — "Subtlety’s 
great, but we want things to happen 
that the player w ill notice." Min .says. 
Between the intense firefiglils and the 
voices ringing out w arnings, updates 
and panic attacks fmm your team, 
there's loLs to notice. ( )ne trench halile 
on the lee World transported us to 
wiial looked like the 1 loth bailie al the 
beginning of ’//le Kwjmc Strikes Buck. 
Ixiser fire streaked ihe combalanls, 
while smoke and deslrnclion pocked w 
the confined area. 1 hmiigh much I 
effort, llic designers have managed to 
caiJlure w'hat appears to be a real How ol 
battle. My only eoneern is that at time.s, 
there mav be loo 
much going on, 
overloading the 
aelion. 

'niceonlmlsare 
.sophisticated, yet 
intuitive. Cramers 
used lo first-per- 
,son, 3-D action 
will feel right al 
home: tlie key- 
board controls your 
iiiovemenl and Ihe 
mouse 
contmlsvour 


weapons. 'Ihis control scheme is nice 
hccairse you can fire at objects that aren’t 
right in fmnt of you. You can also look up 
and down, and cheek your sides and your 
flank. Joysticks w ill also be .supporfed, 
although the design team thinks the 
mouse w ill be the preferred controls. “W'e 
want the interface to do what vou expccl 
it to." 

Network plav, unfortuiialely, will not be 
included— well have to wail forTiuiRS 
Nova 2(!) for that,.., 

ICING ON THE CAKE 

'Ihe e.xjxcted may apply to the con- 
trols, blit there’s plenty' of nnexpeeled 
“icing on the cake" kind of stuff. I''ull- 
motion video sels llie real-life tone of the 
game, ^bii can handpick team members 
based on Iheir .skills before each mission. 


■ DONT FLAME ME! One Of your teammates slow roasting the enemy. 

Drones can be used to seoiil out enemy 
terrilory and (cvenliially) destroy targets, 
lump jels can be allaclied to squaddies to 
give them greater niobilitv, and .special 
weapons, like the railgun, can permanenl- 
Iv de.stn)v cnemv armor. With extra details 
like thc,se, it’s easy to tell that this is one 
game tlial is being designed bygeanm'. 

Tkiuiv Nova appears to be one of 
lliose rare games that, long after you’ve 
been impre.ssed wilh the graphics and 
heart-pounding aelion, will continue to 
drawn yon in. 'i here’s that much depth, 
parlicularivwilh the future po.ssibilityof 
exiiansion jxeks, 

"'Ihinking man’s Doom” indeed. % 
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Price: $59.99 
System Requirements: 
IBM compatible 486-66 
or better (Pentium rec- 
ommended), 8 MB RAM 
(16 recommended), 
Windows 95, 2x CD- 
ROM drive, mouse; sup- 
ports most Windows 
compatible sound cards 
Protection: None (CD 
must be in drive to play) 
Designer: Rainbow 
America 
Publisher: Trimark 
Santa Monica. CA 
(310) 314-2000 
Reader Service: #331 



That Swarm 
Fuzzy Feeling 

The Hive Packs A Nice Little Sting 


by Mark Clarkson 




bliiuliiig speed, and non-stop 
action. PC games, on ihc other 
liand, are supposed to offer 
de])lh. 'liiinark’s new shooter, k 
Ti ih. I li\K crosses that line, | 
attempting to bring slale-of- 
thc-art, console-sh'le arcade aclion to Ihc 
PC. And I must admit, it docs a prett)’ 
darned good iob ... |)rovidcd \'ou’\ c got 
the hardware to mn the game. T’nt: I livi'; 
is a cornucopia oft\\ itch-and-fire action 
tliat will gi\e both \'our nerxes and trigger- 
finger a serious workout, 'niere are 20 lev- 
els of arcade action and the stor); invok - 
ing bioweapons and genetically engi- 
neered .super-iasccts, nio\'e.s along nicely 
as yon move from one lo Ihe next. 

' 1 1 11-: 1 llM:; offers two basic flavors of 
aclion. I’irst is the rail-nmning shoot-em- 
up, familiar to pla}er.sorRi;ui;L/'V5S,\ui;i'. 
Cl IADS CoNTKOi.and Csukiua. You have 
noccjnlrol over your movement, direction 
or speed. Baddies pop into view nr zoom 
around in front of you to peel off a few 
shots with their blasters before they disa|> 
pear from the game forever. 

Tlie second t)pe of action .sequence is 
best described as " the standing in place 
and spinning in circles” xariety. ’Hic.se 
panommic missions are my favorites. 

K\en though the baddie.s appear pre- 
dicTaldv, you’re so busy w hirling around. 


RAID! Knock bugs dead in the air and on the ground in The Hive. 


BLAM! BLAM! OINK! 

He warned: 'IT it: I IlMxisa 
serious resource hog. On a 
486/66 with a fast 
//9GXE Pro xidecj card and a 
4X CD-ROM, ihe game is 
playable, but vci}’ jerks; even 
running in the fair (320 x 200 x 
256) video mode. The cursor 
lags and jumps while Ihc bad- 
dies and Ihe backgrounds stut- 
ter. An optimist might say that 
this simpK’ makes the game 
more challenging, but ... 


.scanning the hori/on that sou soon lose 
all track of where they’re going to be com- 
ing from next. 

SAVE ME FROM DOING THIS AGAIN! 

One of the big fmstralions with the.se 
hpcs of games is that if you die at the xeiy 
end of a level, it’s back to the beginning. In 
one early segment, for instance, \’ou must 
defeat wa\e after w a\ e of blaster-spewing 
fighters with nothing but a handgun, 

Sur\ i\ e,and the action giws wav to a cut 
scene of ice shattering beneath yonr feet, 
and you falling into the frozen caverns 
below. Suddenly, your point of view jerks 
and .spins lo reveal a bad guy standing in 
Ihc doorway. Tbu’vc got a split .second lo 
put the cursor on him and .squeeze off a 
shot before he kills )ou dead, [f sou 
miss — which 1 did. time and lime 
again — joiTve got to repeat the entire 
five-minute .segment. 

I also found the "cinematic” cut .scenes 
ofmysliip rocketing through the air 
annoxing and distracting after the first 
couple of run-throughs. 



PRETTY. PRETTY 
SHALLOW 

Till-; I livr: is a pretty dam good game, 
for its kind. Tour freedom of motion mav 
be limited, but Ihe game looks great, 

Ihe aclion draws 
X'ouinandthe i 
music, which ri,scs 
and falls in time 
with the action is ^ H the action Is a llUIe too 
excellent, further paTrt Dn''flarweb''ilw 
enhancing the 
mood of the 
game.% 

^APPEAL: The beginner or interme- 
diate gamer who wants to see fast 
shoot-em-up action and pretty back- 
drops without worrying much about 
depth or strategy. 

^PROS: Loveiy 3D modeiing, non- 
stop arcade action and a very weii- 
done, motion pic- 
ture quality sound- 
track. 

►COHS; Scratch 
the surface of this 
game and you 
won’t find much 
underneath. 


RBtgo 
gambnuh) an CompaSepaa. 
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THE ANATem^ ©PThfE FllteST 


expiesive FjeMify GArtie 


Brutal Virtual Reality 
Martial Arts Masters 


Explosive Visu^ 
Effects 


Intelligent Enemies 


Exciting Play Levels 


’shotshown) 


(Actual screi 


Full Screen Fast 
Action Excitement 


Story Based on the feature 
film "Expect No Mercy" 


'OR MORE INF0RUA1ICM ABOUT MI»OEORUM AND OUR PROOUCTStAll 

1^00-465.(1X0(1333) Tct:(416)6S6.6406 Fax:(416)656.0548 
INTERNET ADDRESS: hHps//>vww4ni(raferwn.Com 

Imoihmoilf^laoTonisuBOi 


MASTERS OF THE NEW ART 


REVIEW • WETLANDS 


iiHI 


-A 




W6t Behind the 
Ears 


Wetlands Is k Liquid Gaming Diet 


Price: $54,99 
System Requirements: 
IBM compatible 486-66 
or better, 8 MB RAM. 
local bus video, 2x CD- 
• ROM drive, mouse: 

supports most 
SoundBlaster compati- 
ble sound cards 
Protection: None (CD 
must be in drive) 
Designer: John Philip 
Sousa 

Publisher: New World 
Computing 
Agoura Hills, CA 
(818) 889-5600 
Reader Service d: 332 




by Mark Clarkson 

[ ilh itsliiiiicl-clniwii 
[ nicliil cd art 
and gritty, wonclcr- 
fiill\Tcali/.cd 3-D 
world, Wl'TIIANDS 
had mu excited 
from the get-go. 
'Ilie animation 
sequences are 
well-directed, and 
ihe camera work is imaginative. I he 
\ oice acting is at least as good as Saturdav 
morning cartoons. 'Ihis is ihe kind of 
game you hope and pray s ou’ll like. 

I infortunatelv, this simply ain’t the case 
with Wt-rilANDS. h'orall its charm and 
potential, it fails to deli\er. Welcome to 
the world of onc-dimensional gaming. 

MISSION TO WETLANDS 

'ibu arc John Cole, mcrcenar\' and 
bount)’ hill iler— sort ofajohniw Quest 
gone bad. (miff and grcwelK-voiced, he 
.sport.s a permanent fiv e-o’clock shadow, a 
realK’vsicked uppercut and Idvis' 

}(iilliouse l^)vk hairdo. Cole clomps 
unsmilingly through Ihe game in heavy 
engineer boots, his long black duster 
.swirling about his legs, 

hai’v c been hired to find an e.scaped 
prisoner. Dr. Philip Nahj. and relum him 
to custody. Nahj is Ihe inventor of the 
bomb t!iat laid wa,stc to hjarlh’s ecosAslem, 
transfonniiig it into an ocean planet with 
of its surface cov ered with water and 
98% of its population dead. 

TARGET PRACTICE ON RAILS 

When the transport shuttling you to 
W'ellands comes under attack, v on’m 
asked to fill in on the forward turret in 
what becomes the game's first action 


.sequence. As ren- 
dered .spaceships 
bu// around the 
.screen, your job is to 
target them with the 
cursor, using either 
joystick or mouse, 

and click away. 'Vbu don’t steer and you 
can’t switch w eapons. Pa'th' simple stuff, 
but I figured this was simply an hom doeii- 
viv to warm me up for the real game. 

As I moved from one kjcale lo another, 
from outer space to undersea city to seedy 
bar. I kepi waiting for WiciiASDS lo intro- 
duce .some adventure game cleincnls, lo 
allow me to choose where to go, or wiial 
to say, or to search for dues h) Nahj’s 
whereabouls. But no— the cut scenes 
niav be beaulihillv’ done, but they remain 
.steadfastly non-interaclive. 

And. as one action .sequence after 
another unfolded, it became clear that all 
I was going to be asked lo do was put the 
cursor over the bad guys and shoot them. 

I was expecting cilher an adventure 
game w ilh action elements or an action 
game wilh a plot vvrapped around it. 
Wl'ri.\N'i).S is neither. Instead, it's a short 
animated movie with some v anilla target- 
shooting .secjuenccs grafted on. 

In .some missions vonr location remains 
fixed, and yon can slide the view a few 
degrees to the left or right; in others von 
have no control vvliafsoever, 'Ihe fly- 
thmughsofliallwavs, lunncisand under- 
sea land.sca[)es ate |:)reth', but thev're pre- 
rendered and therefore alwav's play exactly 
the .same way. Your point of view pitches 
up, down, left and right, sometimes even 
flipping upside down, but none of it's 
under v our control. N lanv sequeiiees are 
effeetively impo.ssible until you'v'c memo- 



Gameplay in Wetlands is largely a point and 


rized the particular bob and weave with 
which vou’re being pnpellcd through 
them, as well as the order in which the 
various bogies ajjpear on-screcn. 

OVER PRODUCTION VALUES 

I 've .seen many an oveqTrodnccd com- 
puter game in my career, but I have a hard 
time remembering a game wilh so much 
production wrapped around .so very little 
game. Other than pointing and shooting, 
the only interaction in this title involves 
choosing your route through pseudo- 
mazes that make up .some of the tunnel- 
based action sequences. 

I can’t decide whetherWKi i.VNlXS is a 
failed WiNcCoMMWfri'R rii>-off,orthe 
first enliy in a new "non-intcractivc movie 
plus arcade shooter” game genre. I found 
it disappointing, all the more .so because it 
looks .so darned good. % 


^APPEAL: Fans of arcade-style 
shooters like Chaos Control and Rebel 
Assault, or anyone desperate for some 
gritty sci-fi action might want to give 
this one a look. But it's not for you if 
you don’t like target shooting. 
^PROS: Gorgeous 3-D rendering, 
good animation, 
dramatic direc- 
tion, good voice 
acting. 

>CONS: The 
game element is 
sorely lacking. 
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gamers off to go bobsledding with 


ENTER NOVJiERE’S HOW 

SIRTECH Software will choose two daring gamers to be flown to Lake Placid, NY to go bobsledding with the US BOBSLED 
TEAM, lust mail in your registration card from DRUID-Daemons of the Mind or WIZARDRY GOLD, or send a postcard to: 


Winners will be picked by 1 LIVING ON 

random drawing. Must be ■ EDGE 

18 years old or older to l/o SIRTECH 

participate. Other restrictions ^ ^ Software 

may apply in accordance with ’’ P*0* Box 245 

the US Bobsled Federation rules j ' ' > Ogdensburg, NY 

and regulations. Valid In ' '''' h '' ■aimscH ' 13669-0245 

continental US only. 

Pick up your free USA Bobsled poster when you pre-order Wizardry Gold 
at Electronics Boutique, Babbages, Software Etc. and other participating 
retailers during the month of February, or mall in your proof of purchase 
dated january 1, 1996 or later for DRUID-Daemons of the Mind or 
Wizardry Gold. Offer valid while supplies last or through April 30, 1996. 

>irtech Software -official sponsors of the US Bobsled Team. DRUID-Daemons of the Mind and Wizardry are registered trademarks of Sirtech Software, Inc. 

Circle Reader Service ft 162 
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Price: S54.95 
System Requirements: 
IBM compatible 486-50 
MHz. 8 MB RAM, DOS 
6,0 or higher, 1 MB 
hard drive space, 2x 
CD-ROM drive 
Number of Players: 1 
Protection: None (CD- 
ROM must be in drive) 
Designer: Vince Lee 
Publisher: LucasArts 
San Rafael, CA 
(800) 98-LUCAS 
Reader Service: ff334 




DarUi Drops In 
For A Quickie 

Rebel Assault II Boasts Flashy Star Wars Footage, 

And t3sts About /4s Long /4s The Movie 


by Shane Mooney 

tiir W^iirs was as bi« and 
grand as tlie L')t:atli Star 
itself. With more special 
effects tlian yon could shake 
a light saber at, it look films 
to the next le\ el. Yes, it had 
its downside, namely the 
mediocre acting, predictable 
dialogue ("1 got a funnv feel- 
ing about this”) andsimplLs- 
tic plot- But it packed several veare worth 
of eye candy and incredible cinematics, 
Similar sentiments can be echoed 
w hen it comes to Ill Jti'l, ASSAI 'i:i ll.'lhe 
s])ecial effects arc nothing .short of mind- 
blowing and the video segments seamle.s-s- 
ly integrate with gameplay that is actually 
fairlvcnjovahle, although a bit rcslriclcd, 
'tes, there is a downside, namely the 
mediocre acting, predictable dialogue ("I 
got a funnv feeling about this") and sim- 
plLslic plot, /\]id much like its big screen 
conntcr[)art, it packs .several hundred 
inegabvlesofcyc cand)' into two unfortii- 
natciv short hours ol gameplav. 

THE IMPERIAL TIES THAT BIND, 
SHOOT AND DESTROY 

Ri':BK!,/\.SS.'\ULT 11 is divided into 15 
eha|)tcrs. each featuring its own objectives 
and one of three t\pcs of action. Ground 
combat pits you against Slormiroopers 
(who still can’t hit the broad side of a 
spaceport), Coekpil action sends you into 
space, where vou’ll am into "wombat’s 
nesLs" of "imperial biickctheads ’ and use 
your cursor to destroy them. In the flight 
maneuvering sequences, you have to 
duek and dodge obstacles while driving 
Speeder Bikes. Tic Inghters and even a 
Corellian’lransport (similar In the 




Millennium Ihlcon, 
except that cveiy- 
thing works). 

But before \ou 
,space-sim fans start 
wanning your after- 
burners, let me 
remind you that 
this is notasimin 
any way, .shape or 
fonit. It’s an arcade- 
action game, 
which means that 
your freedom of 
motion is severely 
limited. In fact, in 
most ground and cockpit sequences, you 
iiave no control overv onr ship at all. 

Unfortunately, just like I he original 

the controls are as touchy 
as a disgmntled W’ookie. 1 had to sAvilch 
from my Microsoft Sidewinder to a 
Ixrgilech Wingman for a little more resis- 
tance in my ioy,slick,so I w ouldn’t become 
a pennanenl part of the land.sca))e, 
'lhankfully, on the easier settings, red 
amrws indicating which way you should 
steer f]a,sh on the screen apprtrximatelvU.Z 
seconds before you hil .something. 

REBEL WITHOUT A CLUE 

One nice iouch is the Difficulty kclitor, 
w hich lets you actualh’ adjust how man\’ 
enemies you'll have, how much damage 
you can take and all .sorts of other options, 

I Infortunateiy, no matter how ea.sy or 
hard vou make RiCBi'i.AssAUi:! II, you 
can’t make the game any longer. N’etcran 
gamers will probably plow' through it in 
less than five hours, and novices not 
much longer than that. Once I mastered 


it, I could go from opening credits to the 
grand finale in an hour and 20 minutes, 
which is less time than it lakes me to sit 
thmugh the original StarWars movie. 

Note that this is lire first original Star 
W'ars lootage that George L,ucas has 
allowed in ages, so those who can't wait 
until 1997 for the hbree to be with them in 
the next big screen installment might find 
dial this offers just the dose thev necd.% 


^APPEAL: Action gamers willing 
to sacrifice extended gameplay for 
cool graphics, great special effects 
and that old Star Wars magic. 
^PROS: Impressive film footage, 
enjoyable gameplay, and an authentic 
Star Wars look and feel. Difficulty 
Editor is a nice touch. 

^COHS: Short gameplay, and the 
sensitive controls 
make getting 
through some 
chapters as tough 
as mentally 
undressing 
Princess Leia with 
a blast helmet on. 
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UIKt, nnKi: 

YOUR COMPUTER 
AS SMART 
AS US. 


If YOU'RE LiKE, ’DAMMiT, MY 
COMPUTER'S NOT KiCKiNG 
ENOUGH BUTT AGAiNl* PLAY OUR 
GAME. It'S SPOSED TO BE 
"A CD-ROM ADVENTURE GAME' 

OR SOMETHING. BUT IT'S REALLY 
JUST ME AND BEAViS BEING COOL 
And, LiKE, IT'S NOT IN SPACE OR 
WHATEVER. IT'S JUST A NORMAL 
DAY— YOU KNOW, LiKE DRIVING A 
TANK AND BUSTING OUT OF JAIL AND 
STUFF. Though I GUESS THERE IS 
SPACE, IF YOU COUNT BEAVIS'S BRAIN 
HUH HUH HUH. 



■ Cool MiNi-GAMES 
AND MUSiC VIDEOS 
iNCLUDiNG GVAR, 
5AUSAGE AND 

Primus. 


' Co-starring 
Todo, Buzzcut, 
Van Driessen, 
McViCKER 
AND more! 


u FI MTV 



’ Voices by 
Mike Judge, 
THE VOICE OF 
Beavis and 
Butt-head. 


■ All new 
ANIMATION FROM 
MTV ANIMATION 
STUDIOS. 


■ Original 

DIALOGUE BY 
SHOW WRITERS 
Sam Johnson s 
Chris Marcil. 




We, like, show off our natural 

ACTING TALENT. HOH HUH. TALENT. 


No wussy race-cars for us. 
Only cool vehicles. 

Thank you. 


WE'RE KICKIN 'IT WITH OUR GOOD 
FRIENDS. Then WE LL BE THEIR 
SUVES. 


For more information, call l-SOO-AGT-ZSa? Circle Reader Semce ft 77 

0 1B95 Viacom internaiisnal Inc. 'MTVr Music Tolavition,’ ‘Geavis and Sult-Rsad’ und all 'elalad cRareoiers aisttadomBilis or Viacom tnlornalional ino. All RIgiili naaorvad. 



Like they say in that Ozzy movie, 
"There'S no place like home." 
Unless IT sucks. 






Actual IBM screen shots shown 


O Team racing with up to 16 piayer network, 

head-to-heart modem and buiit-in oniine W I 
communications. Talk to your teammates ' ' 
and plot strategy in the heat of hattie. 

O 16 insane tracks jammed with giant loops, multiple 

corkscrews, cross-traffic jumps, biind drawbridges, and more. 

O Choose between 8 blazing car prototypes, 
each configurable to the extreme. 

Licensed from and developed by Gremlin Interactive Ltd. ©1996 Gremlin interactive Ltd. All Rights Reserved. 

Whlnln.ch jet a tmHflmnrlf nf Internlai/ Prnrliirtinnct All Rinhts Rnf^erudrl lnt(>rnl;i\/ i<: tliR <tnlR niihikhnr nnrt rti<;trihiitnr 


Rdrenaline Pumping, Grauity Defying 
Stunt Racing Thrills! 


Crash the Interplay Web Site 
at http://www.interplay.com 
or call 1-800-Interplay or visit 
your local software retailer 


Gremlin 


BY 0.\.'lERS. j'Olt OA.MKR: 


WLP2 
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HEXEN • STRATEGY 


Hexing Hexen 

How To Become k Hexen Hero In Three Painful Steps 


by Hank Leukart 




^ FOR WHOM THE BELL TOLLS Ring Ihe bell to open the portal in 
I the center of the chapel in Winnowing Hall. 

iicad over to the tower In the south. Once 
you get there. ;i .switch will rise from the 
floor thill will open ;i ckiurin the bell 
tower eourh'iird. Cnib the kc\- in here, 
open the door to the bell tow er, climb up 
to tiic lop and ring the bell'lliis w ill open 
the leleporter in the chapel that will bring 
you lo 'llie Seven Porlals. 

'IheSesen Rirtalsi'llicScsen Portals 
coiisisis of seven gates, which i'll refer to 
in clockwise order, starting with the one 
on your left. Mach gale leads to an individ- 
ual sub-level, 'ibu’ll have to hit 'em all to 
finish. 'Ihe first (and only) gate vou can 
open is gate number 2 ; do this by flipping 
the switch on Ihe pillar near it. Kill those 
annoying serijenls, grab the flask, and hop 
into the portal that rises up. 'lliis leads to 
the Caiatxiian of lee. i lead for the far 
room and pull the switch there. 'I his will 
cause four pillars to rise and fall, revealing 
a white arrow. Step on the low ered pillar 


► MORTAL PORTAL You'll need to hit switches in all seven of these portals. 


S illy mortal. ')()u just had to 
have linen’s new 3-0 
game . didn't you? Oe.spite 
repeated warnings from 
loved ones, employees and 
parents, you had to bin 
Mexen. r\nd now look at 
you. Drooling, stuttering, 
pathetic fool. ^()u had no 
idea w hat vou w ere getting 
into. 'Ihis is not Ihe mindless death and 
destruction experience (Doom was. 'lliis is 
something entirely different, and now 
you, like many others, are stuck right 
smack dab in the middle of it. Sillv 
human — your t\i)e never leam.s... 

fans of 3-D games who didn’t liesitatc 
in picking up flexen may ha\'e been 
|)leasantiv sur]m.sed to find that it differs 
significantly from most other 3-D fille.s. 
Ihe action is still there, but a w hole uew’ 
level of depth and difficulty has been 
added. 

'Ihere are fi\c episodes off lexen and 
an epilogue, each with a funkv blend of 
])u/y.ies and hazards, some of w hich are 
ea.sily worthy of a good role-playing game, 
for those of you who are having some 
trouble getting through it all, here’s a [)ar- 
tial walkthrough. 


Note: In older 
to be as efficient 
as possible. I’ve 
as'oided using the 
“iVr’word (as in 
monster). I'm 
confident y'ou’ll 
know w hat to do 
with them when 
you find them. 


SEVEN PORTALS 

Tlie first cpi.sode of I Icxcn, Sei en 
Portals, e,ssentiallv entails two “lei els": 

'Ihc Winnowing 1 lalland’lheSe\en 
Portals. All you have to in Ihe first level is 
riiiga bell, while the second requires a lit- 
tle more thinking. Let’s go. 

Winnowing I lall: In I he Winnowing 
I lall, ihc primaiygoal is to ring ihe bell in 
tile bell tower to the south. Ihis can be 
fairly easily aceomplished in three steps, 
[•'irst, you need to find the flmerald Kev. 
Break the stained-j 5 I 1 M window-sin the 
chapel; one has a pas-sage behind it lhat 
leads to a .switch. I lit this switch and a pil- 
lar in the center of the chapel will lower to 
rewcal the key. lAselhe f'.mcrald Kes’to 
open the green door, 'lou’ll find a .switch 
on tiic other side of Ihe door. Push it and 
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More realistic 

h6ad-to-h6fld 
combat than 
Falcon 3.0/’ 


Avenger, L.A., CA 

jjgpay@ix.netcam.com 


Take On The Best. 

wmtuQOOexMi/gMW 


FlightMaster^ Profile: 

• Nationally ranked flight- 
sim veteran 

• More than 2,000 
flight hours logged 

• Placed 2nd in Intercept’s 
National Head-to-Head 
Falcon Tourney 


(SIB Entpr^'lnm«nt. locecnirTT 


Deluxe Jonesing 


Q 


...with CD+ and your computer 


SOUNDGARDEN 

Alive In The Superunknown 

your computer is the superunknown 


MONSTER MAGNET 

I Talk To Planets 

the ultimate trip into the psycho-sonic warp 


ihc arrow is pointiii" lo (and no other 
one, unless you want to become a hero 
crc'pc) and \ ()ii'l! be transported back In 
the main level. Keady to enter the oilier 
six gates? 

Notice that two new gates ha\ e 
opened up in the main area— enter the 



^ FIREMASK WITH ME Grab the Fire 
I (Vlask; you’ll need it to get the Fire Key. 


firsl one on the left, step into the portal 
and prepare to meet the Ouardian of 
I' ire. In this .snl>le\'el. enter the doorwav 
on tlic right (as yon enter) and walk into 
die room filled with la\'a. I lit the switch 
in this room (tliis is one of three yon must 
activate to open tlie sixth gate). Now go 
to I he room with llie lava pillar and grab 
the Maine N lask on vonr left (\ m need it 
lo get the [’’ire Key). Return tliroiigli the 
portal back into the main ehamher. 

I lead for tlie ihird gate on the left to 
face the C'.iiardian of Steel In here, v on’ll 
find h\() doors. Kilter the open door, iiit 
the switch there (the second of three), 
and go hack and enter the other door. 

I lerc is the third .switch. I lit it and son’ll 
open the sixth gale. 

Once yonVc gone tlirough ihe sixth 
gale, you will need to locale the iure Key 
and Steel Key. 'lliesc can he found in tlie 
two doors \ isiblc after niin ing through 
tlie ice at the beginning of Ihe gate. 

'lb get tlie Mrc Key, go into the door 
on the right. Idace the Maine Mask on 
ihc wall on the far end of the room (it's 
pretty obvious wheie it goes). A jiillarwill 
lower will] tlic lore Kevon it. 'lb get the 
Steel Key, enter the door on the left. A 
.swilcli will appear in a corner of the 
room. I’nII it and hightail it into the next 
room (watch out for holes in tlie 
ground!), wlica' you’ll see the kc\' resting 
atop a ledge. Crab the ke> and get the 
hell out of there — at limes s on’ll luis c lo 
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niiikclikciifnigancl jump. 

Ouccyoii have the kc\’s, you’ll notice 
that Iwo of the three remaining gales hav e 
been opened. Lise the hire Kev to open 
the door iivsicle of the first gate, ^bl^ll ha\ e 
to make your way through a ma/e — it’s 
not too difficult — until von find the tele- 
porter, which will .send yon back to the 
enliy chamber. Enter the other opened 
gate — use the Steel Ke\' to get past the 
door here— and go back to the main 
room again after pulling the two .switches. 

^(Hi will now notice three .sets of stairs, 
each of which leads to three switches. 

Pull each switch, and the final gale will be 
opened. Go inside, kill all the uionster.s, 
gobble u]) all the goodies, take a deep 
breath and get read)’ lor more! 

SHADOW WOOD 

If) solve the pn^yles in tlic area bevund 
the final gate, you’ll need the I lorn. 
Swamp and Cflave Keys. The basic idea is 
to find the I hiM.sh le Iw reading .six panels 
in the Shadow Wood temple. Ivichpanel 
coiTe.sponds to a puzzle switch in the 
episode that must be activated. 

’If) find the temple and check out the 
.six panels, follow wall on sour left, go 
through the doorway on \'our left and up 
the .stairs. 'If) enter the temple (arc son 
really w orthy), turn righi and w alk to the 
end of the corridor. I here’s a secret door 



( TEMPLE OF DOOM Here’s the temple 
in Shadow Woods: come here after you 
finish triggering the six panels. 


in the metal w-all on your left. Po]) in there 
and sou’ll soon come upon a room with 
the six panels and the gate you need to 
lease. As you solve each puzz.le. one of 
the panels lights up. 

^bu need to find tiiree kevs — I lorn. 
Swamp and Chi\e — to get to the six 
switches. 



iiltiiiiate 

combat aim IVa 


-SuptDog, Hanaiei, HI 

siirfdog@aIaha.net ^ 


On The Best 


FlightMaster» Profile: 

• 11 years of flight-sim 
experience 

• More than 3,500 total 
flight hours logged on 
25+ different sims 

• Designer of cockpit 
simulators 


‘‘The best sim 

I’ve ever seen, 
it’s just like 
being there.” 




FlightlVlaster» Profile: 

• 11 years real flight 
experience 

• Desert Storm 
combat duty 

• National director of 
Falcon 3.0 head-to-head 
network tournament 


Take On The Best. 


BranriBiT , ^ 

[n Entert&infn«nt [ocecn'l 


THE MARKETPLACE 


SSI' S IBM CD-ROM TOE DEFINITIVE WARGAME COLLECTION I 

This unbelievable CD-ROM bundle is ONLY S3() and includes 14 games plus over 50 additional scenarios. \VCS2:| 
TANKS!. Baltics of Napoleon, Sword of Aragon. Warlords, Atncrican Civil War I-lll, Pan/er Bailies. D-Day, cic. I 


$42 Sled Panthers $39 WCS3: Rifles $42 Allied General $45 Silent Hunter $42 Panthers in Shadows 


$15 Baltics ofNapolcoii $15 Geltjsburg $15 Warship 

$15 Baltic of Amictam $15 Rebel Charge $15 Connicl: Korea 

$15 Tvphoon of Steel $15 Kampfgmppc $15 Prcsidcnl Elccl 

$15 Conflict: Middle East $15 Mech Brigade $15 Stellar Cnisadc 

$15 Shiloh: Grant's Trial $15 Second Front $15 Sword Aragon 

$15 Slorin Across Europe $15 Western Front $ 1 5 Sons of Liberty 


$15 Waterloo $42 Tigers on the Prowl 
$10 Clash of Sled $32 Custers Last Stand 
$10 Pacific War $20 Defend the Alamo 
$10 War in Russia $30 Rond Siimplcr-Appom. 
$10 Carrier Strike $44 Operation Crusader 
$10 Great War $44 Stalingrad 


$20 Rnftlcficld Taclics of the 20th Ccnlurj' Manual: Tactical 3-Ring Binder 80-90 page manual. Canbeupdalcd willi 
addilioiial hislorical OBs, battle conmieniary, doctrine on periods 1939-1991 coming later in 1995-1996. 


Wc carry Scenario Disks for Steel Panthers, WCS3: Age of Rifles, Battles of Napoleon, WCS2: TANKS!, 


$25 Great Na\'al Battles 1 plus 3 Scenario Disks $ 10 Mo' Slo Disk allows you to slow down fast compuicrs. 


$15 Pneific War Editor $10 Updated TANKS! Modem D.ntabasc (9/95) 

Add $4.Sll (Sli Airhomc) Shipping. CA add 7.25% Inx. 
i Hours: 8:00 am to 5:00 pni PST Monday-Friday 
I We Accept Visa, M/C, Checks, Money Orders 


$3 TANKS! NEW Version 1.30(11/95) 
NOVASTAR GAME CO. 

PO Box 1813, Rocklin CA 95677 
(916) 624-7113 » Fax (916) 630-1QQ9 
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175,000 

Volume 
Game Buyers 
Each Buying an 
Average of 1 8 
Games a Year 


Put the power of this 
audience to work for you. 
Call Marci Yamaguchi for 
advertising information 
( 415 ) 357-4920 


'Hic I lorn Key can be tom id in the 
Wostchinds, \\ liicli \'ou ean get to bv 
jiiinpiii" across a .sequeiife of steep 
ledges near the river (careful!) iinfii yon 
find a ,s\\ ileh to hit. /\ftcr this, jump hack. 
A doorway should iuivcheeii revealed 
that ill lead \oii lo the Wa.stdands. 

’I he Swamp Key can be found by 
walking down Ibe river until you get lo 
the swamp. I hi the suileh on the tower, 
then the one on ihe wall, walk back u]) 
the stairs, and jump onto the pillars 
(watch out for poison darts!), I lit the 
switch you find here and a porta! will 
open near the swamp below. Go through 
the portiil, flip the two switches in tlie 
adjoining corridors, and go back oul lo 
the swamp. Now hit the .sw'ilcii on the 
building’s “poreii,” do vour bast gator 
impersonation b\- flowing with the 
.swamp current, and hit the switeli on the 
castle, C'o into the castle, jump into the 
water well, and hit that switch. I'inally, 
jump out of the well and grab the Castle 
Key (it’s by that buildings porch). Run 
back into the castle, climb the tow er, bit 
the hidden .switch (behind some of the 
decorations), and go down into Ihe cas- 
tle's low er le\'cl. 'ibu’ll find a dining room 
with a fireplace in it. Open the fireplace 
and hit Ihe sw itch in the corridor, w hieh 
w ill lower \'OU down lo the Swam)) Kev 
(w'hcw!). Crab it, but be careful of the 
|)ois()ii darts! 

'llic Cave Key, lhaukfully is a liltle eas- 
ier lo find, I lead for tlic Caves of Circe 
found through the north |)as,sagc near tiic 
temple (back near the beginning of the 
le\cl). Running Ihrougli this pa.ssage w ill 
rai.se ,sle|)s in the front room and allow' 

} OU lo run into a cresice to the right at 
the top ofllic stairs. )um]) inlo the hole in 
center of the room and |)ull this switch 
(sick of .switches yet?), wliieli will reseal 
yet aiiolhcr flighl ol stairs. Make vour way 
down and follow ihc ledge on tlie right of 
the room, hnially, the Caves of Circe! 
jump into the large hole w ilh the flying 
bats, lake the corridor on Ihc left, then 
the corridor on llie right — Ihc one with 
the large ercsiee in Ihe ceiling, i'bilow 
this corridor, anil you svill soon has'C flic 
Case Kev in vour gnibbs' little hands. 




THE OLD SWITCHEROO 

. \ftcr geUiiig tlic.sc kc\ii. s’oii'Ii be able 
lo actiMite tbc ,sL\ pii/zic sAsitclias, needed 
for opening the 1 [\posl\ie portiil. 

Two of tlic switches require tbc I lorn 
Ke_\'. dlic first can be found behind that 
fireplace in the dining room; the other is 
ill the cave with the eresiec in the ceiling 
(check out the Caves of Circe). 

'llie Cave Key also allow s you to hit 
])uzzle .switches in the castle courtvard 
and in IhcWaslciands— il’s right at the 
exit, in the room with the two portals, 

I'inallw the Swamp Kev allow \on to 
flip a switch in the (ki\ cs of Circe (found 
on the way to the (kivc Key— look for a 
passage that goc,s upwards) and one in the 
Wkstclands (found bv using the tunnel 
opposite to the one you use to get the 
I loni Kev), 

EXIT, STAGE RIGHT 

Upon throwing all six puzzle .sw itche.s, 
go back to the temple and go through the 
center gate, w hich should now be open 
and ho]) into the portal, which will take 
you to the I !\post\ic. 'iour almo.st done! 

In the center of the I i)po,st)'ie you'll 
find a four-pointed star, one of the points 
of which is raised. Co in the direction the 
arrow points and you'll enter the Sequent 
Room, the Centaur Room, the [,ava 



T hings still a little too tough? You 
can always use the cheat codes! 


God Mode; )• 

SATAN 

Warp to Level; 

VISIT (1-41) 

Get All Artifacts; 

INDIANA 

Get All Weapons 


/Mana/Armor; NRA 

Kill All Monsters: 

BUTCHER 

Toggle Pig Mode: DELIVERANCE 

Restart Level: 

INIT 

Get All Keys: 

LOCKSMITH 

Change Class: 

SHADOWMASTER(0-2) 

Show Map: 

MAPSCO 

No Clipping; 

CASPER 

Full Health: 

CLUBMED 

All Puzzle Items: 

SHERLOCK 
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FlightMaster- Profile: 

• Air force vet with 15 years 
of real flight experience 

• Combat flight-sim 
credentials of 13 years 
and more than 1,000 hours 

• Degree in aerospace 
engineering 


Ifl 

U 
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STRATEGY • HEXEN 





t STRAIGHT AS AN ARROW Use this arrow to escape the Guardians 
of Ice; ail you have to do is hop onto the appropriate pillar and 
you’re outta there. 


i^ooin.aml llic Bridge Room, not ncccs- 
.sarilv in lhat order. N'ote that llie order 
these rooms are opened is rantloni ever}' 
lime; make sure vou lollow where the star 
points. 

hi (he Serjient Room, you nuist acti- 
vate the sw itch at the far end of the room. 
In the Centaur Room, the swiieh is 
behind the wall on the lefi side. In the 
I .iiva Room (containing pillars on a lava 


he;iv\' diitv 
traps, pre.s.s 
one of the 
other pan- 
els— you’ll 
be teleported 
pa.st the pain. 

Wdicii 
vou’ve hit all 
four rooms, 
head to the 
doors to the 
south of the 
I l\i)ost}le 
and get read}- 
to get dirtv: it’s 
time to light the Death Wweni, and he’s 
not in a verv good mood. Iliis guv is 
tough with a eapitalT. After destroying 
him (yeah, right), make your wav thmiigh 
flic southwest portal in the I l\])ostvle 
room. 'I his will finally lead to episode 
three. l''rom here, you’re on vonrown, 

CONTINUING THE SAGA 

.Vs vou might have gathered. ! ll>J':\ is 



^A SENSE OF STYLE The Hypostyle is your pointer to freedom: go in the direction 
I of the raised arrow. 


lake), the switch is at the end of the 
room — you can get there by using the 
steps or by jumping fiom pillar to pillar. In 
I he Bridge Room, pre.ss the swiieh on 
your lefi as you enter, tiieii look to the 
right. ’[here will he a .symbol on (he floor. 
Remember it. Cross the Bridge ;ind hit 
the panel with this symbol on il to get out 
of this mom, lb avoid getting hit by .some 


a B!C game, way loo big for one article. 
But we did find a great walkthrough 
resource on the Web. 1 1.S, 'Ieoh has 
created a .speetaeular guide to beating 
I lesen.% 

^ You ua (bill i IkI 
Hues wallitlinsgli 
2l: )ittp;//www, 
CM.RGI/ - aru/ 
levels/titxaawl.litiRl 





CC 
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PlayStation 



TERRY COLEHAN • CLASSICS & PUZILES 




il How my 
computer 
cured my 
case of 
Rubik's 
Thumb and 
taught me to 
love SVGA 
chess 

games. fi 


!► It seems that Mindscape has 
j castled long with Chessmaster 
15000. The main reason for the 
; delay (now due in April 96) is 
I not any problem with the award- 
winning engine. Rather, 
modem/internet play is being 
^tweaked. Also, the database has 
been expanded by Grandmaster 
consultant Viswanathan Anand 
to include the latest in chess 
games and theory— it reportedly 
[runs over twice as fast as 
[before. In the meantime, CM 
1 4000 has been revamped for 
I Win 95. with crisper graphics 
land quicker number-crunching 


oilier tliiin Tigris, wliich has kepi you 
awiikciiiglil.slike PanzhrCIiinI'RAI,, 

Ul miA I V or WlNL'. COMMANDl’R 1 1 1. 

’niing.s are fiiiallv improving, liovvcv- 
cr— hence lliLs column and new maga- 
zine .section, which ever)' nioiilli w ill clue 
you lo vvlial's liol in llie bioaci calcgoiyof 


MORE THAN JUST A PRETTY FACE The Puzzle Shop of 
Infinite Recursion has brains as well as beauty. 


(if not pawn-grabbing). Win 3.1 
CM 4000 users who wish to 
upgrade for $14.95 -i- S&H 
should contact Mindscape at 
800-234-3088. 

► Soon after you read this, 
Perfect Partner Poker will be 
available from Positronic. Like 
their Perfect Partner Bridge, 
Poker will actually learn your 
style of play after several hands, 
making it a tougher opponent. 
Most of the popular Vegas-style 
games, such as Texas Hold 
‘Em, are available. Looks like 
Amarillo Slim finally has some 
competition. 


Chissics tlL’ Puz.zles. Kor 
c.vmipIc./Mcxcy l^tijilnov 
in.sist,s thill he will eventinilly 
ont-cio hisownl’lFllUS, 
Wliilc llmt lofty goal may he 
a stretch, his K.\K:iri' 
iVlovi'-S (sec review' in this 
section) does .show' promise. 
OQP tries to resurrect that 
old S()lJ!:MRI':s)OUR.\i'T 
magic willi G\Ri: PiAiKK’s 
Parnoisf; (reviewed nc.xt 
i.s.sue) show easing Rummy, 
Pinochle, Hezique and 
Casino. And of course, the chess wars 
continue, with some half-dozen titles 
expected in '96, led by Cl iiASSMXS'i I'lii 
5(){)() and Inlcq^lav's t ISCFCiiKSS— 
supposedlv including mid-range levels 
thill nonnal people can plav and enjoy. 

PURE PUZZLE POWER 

Still, the neatest game I've seen kifcly is 
a weli-gnarded .secret h\', of all jK.'ople, 
Oracle — probably the last company an_v- 
oiic would expect lo do a compelling 
gan ic. 'i be Pw.i .i-: St k )I’ ( )!•■ iNUNriT; 
RhlCl i|LSK )\, however, (tentalivciy 
planned loship this .summer) does its 
name pmucl. The sinnning backdrops are 
Arabic-inspired slnictiircs — appropriate, 
since the Arabs invenied/ero and gave ns 


n 've been a puzzle nut since 
I worked my first crossword 
at the tender age of five. 
Likewise w ith classic board 
and parlor games; I even 
had a jjocket checkers set 
stashed in my Major Matt 
Mason lunch box. 1 fondly 
remember suffering from 
"ILubiks'lliiimb,” holding 
mybiiiLscd tendons high w'ilh honor. All 
of which makes me wonder: why can’t 
these experiences be faithfully re-created 
on my com[)uter? Face it, the computer 
version of Risk! was about as challenging 
iis |)l;i\ing my 6-)'car old nicce, ;incl Triviiil 
Pursuit was too lame to even be trivial. 
Sure, chevs games are a cut above the 
rest, hut in recent jears, thej’vc become 
.so lough that the AI threatens to leave 
behind anv’one below' ex])ert level. /\nd I 
challenge vou to name one puzz.lc game, 
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CLASSICS {. PUZZLES 


TERRY COLEHAN 


an evcusc to ([litikofnolliing— but lliev 
arc merely window'-dressing. 'i 1 ic |Hizzle.s 
heie are the main attraction. 

/\nd u hiil ])ii/j'lcs! 'I lie games arc 
mathematical in nature, and winning 
hinges on recognizing a pattern, citlier 
geometric, algebraic, or luimerie, 
lx.'aniingaboiil Iractals.pcrspeelive and 
the like is fnn rather tlian tedious when it's 
Koch's Snowflake )oi] are making. Wlio 


cares if you're rcalK’dealingwilli a set of 
points in a complex plane? One of the 
tougher games has yon figuring how to 
conslmci the Golden Circle with no tools 
other than a compass and straightedge. 

N ly favorite game has you pulling 1-4 fi.sh 
at a time from a p(jnd against a lough 
computer opponent, living to be the last 
to pull a fisii. Sounds simple, and it is, 
once you recognize the ])attem; mean- 


while, it's just fmstrating enough to be fun, 
like any good puzzle. 

Far beyond the tepid boundaries of 
what normall)’ constitutes "edutainment,” 
'I'm-'. Wf/yi.K Si lOP is a game which can 
leach while it entertains, addicli\c 
enough to bring you back lor more math 
and logic puzzles than you ever thought 
you could stand. If only calculus class had 
been like thLs... 



DISPERSING MYSTS There'S no plot to get in the way of the puzzle-solving In The Puzzle Shop. 

A A ^ i— — 




TERRY COLEMAH 



► I hear from a lot of decent chess play- 
ers who get frustrated playing 
Chessmaster 4000. Try this for a challeng- 
ing, but more balanced game; get the 
computer opponent into a modern open- 
ing, such as the Center Counter Gambit. 
After Black's Queen (CM 4000) takes your 
center Pawn, go to the options screen 
and turn off the opening library. You'll still 
get lively play, but you won't be playing 
against Grandmaster moves. After learn- 
ing some openings— by experience, not 
memorization— you can go back to beard- 
ing the dragon in his den. 

► It isn't really chess, but Alexey 
Pajitnov’s new puzzle game, Knight 
Moves, does abide by one chess princi- 
ple: you can only move like a Knight to 
reach your goal on each level. The old 


chess principle "Knight on the rim- 
prospects look dim" doesn’t apply here. 
The best plan of attack when the center is 
blocked is to move to the side of the 


board, then “retreat" to the back rank. 
This allows you to redeploy slightly off- 
center and save time, rather than taking a 
more circuitous route. 




SID MEIER'S 

oi vn,[7,m oN-ii 

MORE CHALLENGES. 
MORE COMPETITION. 

MORE CHOICES. 

Grail nmidii (,’\’ciy\vheii; agnx\ (uviliziitiuii lias 
Lindei'^A)iu^ a dtniiialic. (iciiisIbrniatioM. ItUnxIucing 
Sid-VIciar'sCiviliwilioti'' il. Build anomjHiv.tuspaii 
hiftloiT. But (Ills uini‘. Iia\'a even iiion.’ fun doing ill 
Discover now wonders of die wodd lik(“ I x'onaixlo 
da Vinci’s Worblioj) and Sun Tzu s War Acadeniv. 
luiicounK'r new tiu!>es like die Celts, .hipanese. Vikings 
and Sioux. It's new lei'linolog\’. .\ew cit\' impmve- 
ineiils. And nem’SVCA grapliir^s. So, if voii wmx; 
chalk ‘iiged livdie i>riginal Sid MeierVGivilizaik nil" 
von beller plan vmir eveiw move ciiivlullv. Beciiusi' 
in lliisgame, its snnival of die fuiest. 







l or IB.\I'-PC .A Goin[>alibles on CD-ROM. 
l-8()()-87y-PL.'VY. h(t[)://m\'w.niieroproso.e<)in 

(jill Ml(lll-771-;i77U fur <>ii Ciiiiir riatiii};-. 

<: I'lOl. Mi.T,.Pi-.wSi,fnvrnv. Iiu'. All li^ho 
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REVIEW • YOU DON'T KNOW JACK 





Price; S29.95 
System Requirements: 

PC: IBM compatible 
486-33 or better, 8 MB 
RAM, 15 MB free hard 
drive space. 680x40 
resolution or better, 
Windows 95 or 3. lx. 
2x CD-ROM; Sound 
Blaster 16 compatible; 
Mac; 680-40 or Power 
PC based system. 
System 7.1 or later, 5 
MB free RAM, 15 MB 
free hard disk space, 
color monitor in 640x 
480 and 256 colors or 
better, 2x CD-ROM 
# of Players;1-3 
Protection: None 
Designer: Jellyvision 
Publisher: Berkeley 
Systems 
Berkeley, CA 
(510) 540-5535 
Reader Service tf326 





Pop Goes 
The Culture 


Berkeley Systems’ Spirited, Sarcastic Sendup Of TV Game Shows 


by Charles Ardai 

ouIk'mcI; Irv ancl tell me you 
don't know who Mf)iily I kill 
is. If you’re of a certain a^u, 
yon may not rcmemhcroiir 
fourteenth pre.sidentorwhat 
.sfate.s border Oklalionui, but 
you eerfiiinly remember the 
host of "I it's Make A Deal.” 
C!i:mce.s arc you also 
rentember Bob Barker. 
Wink Marfinclalc and phrases like "Come 
on c/oiivi!" Mice it, wc all grew up on 'I \’ 
game shows. Some of its can still hum the 
jingles from con imereials for prodneis 
that haven’t l)ccn made since 1974, 

Sure, fiierc are pale computer \ ersions 
of’The joker’s Wld'' and “Wdicci of 
I'brtunc," but no one plays them. No, 
v\hai we’ve needed is a game that lakes 
this semi-.sacred cow of .American pop 
cuilure and makes burger patties of it. 
y\n(l boy do we gel it in YoU D()N’'I' 
K\()\\'|,\c:k, adiamond-sharj) satire of 
e\ er)'game show von ever watched, it’s all 
there, fnmi the iinelnonsness of the host 
to the smarminc,ss of the music and the 
presMire-molded look of the .screen. 

I'A Ciything is'^hirlle Wiised to a high gloss, 
right down to the closing credits, which 
ineinde dead-on .skewering.s of cereal 
and toy commercials. ('Tm Chocks’ the 
S(|uirrel! Cict my ehoeolicious Niim- 
Niiin Bits! Under 18, make sure your 
parents aren’t home before calling.”) 

Yni area contestant on a trivia show, 
■'bn//ing in" w hen you know the airswer 
to a question. Games run for either 
sesen or twenty-one questions, and can 
be plased either .solo or against other 
human ])layer.s. 

lursl, sou base to pick a categors’, Irom 
the sublime (“Krotiea and Icths’ologs’,’' 



Bigfoot Stole my Pdocroas $2,0 

Which of the following headlines 
could be attached to a factually 
correct tabloid story about Hamlet? 

1 . “Dead Mother Delivers Baby*' 

2. '‘Exorcism at Castle Doesn't Work" 

~ “GhostofMyFatherToldMetoKill" 

“I'm Impregnated by an Alien” 

Creedle Wilbur K 

$14,250 -$23,000 


■ POP-TART CULTURE; Knowing your Shakespeare avails you 
little unless you have a firm grounding in 70’s breakfast 
cereals and other kitsch culture. 


“Semites und 70.s 
Music”) to llie ridiculous 
rix'iinycY Scjiiiggy 
hileniiilionur’). \est,;i 
question is read out loud 
along wilh fourpnssil^le 
answers. 'Hic first player 
to bu/y. in gets first crack 
at an.swenng;llie first one 
to answer concctly eol- 
Iccls the money associat- 
ed wilh (iic question. 

’[here are some e\l 
gameplav hils— for 
inslance.\’oii can force 
anolher plaver to answer 
aloiigli question hy 
buzzing in and then using llie “Screw 
Y)ur Neighbor” option — Iriit the veal fiin 
liere is llie c|ue.slion.s themselves. 

If you choo.se the calegor)’ “I lorny 
Women," the host asks, "What opera aelii- 
alh’ ends with a fat lad\' singing?” I lit a 
"Gihberisli Question" and \’ou might 
have to identify the familiar commercial 
tag-line lhat rh)ines with "Wrong, ihe 
mufi core tlie van, Wliat paid? 'loii a 
foe-iiuin.” rniinkSeciel anti-pcrspiraiit.) 
Gel to Ihe last cjiicslion, and in the 
endgame sequence called “jack Attack" 
you might be called u[)oii to remember 
that kstanbiil iLsed to be Goii.stantino])lc, 
and Kellof^’s Sugar Smacks used to 
be sim])ly “Smacks." 

IN THE KNOW 

Y( )t I K,N()\v ]ack may di.spicasc 
those who don’t eiijov gif^ly fral-hoiise 
innuendo, either out of prudishne.ss or 
matiirit)’. fWlial does a “nibber" go on in 
I'.nglaiid? Answer: a pencil; it’s ihe British 
word for "eraser.”) 


1, however, just love giggly trat-liouse 
innuendo and laughed iin-selfsick playing 
this game. Ail the game slitm .spoofs 
“Saturday Night l.ivc’’ hascs’cr nin and all 
tlic hippei-tlian-thou game show,s M’l V 
hasconeoeted wisli llic\’\s'ere this good. 
Uh-uh. 'Iliis is the real thing; llie\’ don't 
know ]ack.% 


bAPPEAL: Anyone who’s ever 
watched TV sitcoms and game shows 
or OD'd on Saturday morning cartoons 
while eating Sugar Smacks will have 
a whale of a tima 
bpROS: A brazen, sarcastic, deli- 
cious satire, crammed full of good 
bits from beginning to end. 

Impeccable writing and the visual wit 
you expect from the publishers of 
After Dark. 

►CONS: Some 
of the incidental 
material gets 
repeated from 
game to game, 
and you get 
tired of sitting 
through it again 
and again. 
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Play in 30 Days, Guaranteed! 


The extensive video coaching, interactive drills, and one-on-one instruction will 
teach you to play chess in 30 days or your money back. (Details on product box) 




of all 


Strategy 

Games 



First, learn everything you# 
need to think and win like a 
seasoned player... ^4^1 


aster the grandest strategy game of all through the innovative 
coachi ng of one of the greatest International Master players 
of all time. ESPN commentator and acclaimed chess coach Maurice 
Ashley uses sports and othe r real-life analogies to bring the game 
of chess to a lively new level. Learn to excel at every facet of 
Ithe game, from basic moves to advanced strategies, with this 
next-generation, multimedia teaching program. 


„j...Now, practice and play"** 
with incredible game features 


and controls. 



"Sports Illustrated has called Maurice Ashley Windows' CD-ROM 

the John Madden of chess, and now you'll 
know why." 

- Bob Rice, Professional Chess Association 

Maurice Ashley 

FOR BEGINNING AND INTERMEDIATE PLAYERS 

For more information call (800) 457-8357 


Windows' 95 and Windows' j.i 
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REVIEW • HONOPOLY CD-ROM 


IfeiJ/ 

I ' m. ' 





Price: $39.95 
System Requirements: 
PC compatible 486-33 
or better, Windows 3.1 
or Win 95, 8 MB RAM, 
VGA graphics, 10 MB 
hard drive space, 2x 
CD-ROM, Sound 
Blaster compatible 
sound, mouse. 
ff of Players: 1-6 (hot- 
seat, network and 
Internet) 
Protection: None (CD 
must be in drive) 
Designer: Westwood 
Studios 
Original Board Game 
Design: Parker 
Brothers 
Publisher; Virgin 
Interactive 
Entertainment 
Irvine, CA 
(800) 874-4607 
(714) 833-8710 
Reader Service 11327 


Monopoly « 
Comes To Life 


Stroll On The Boardwalk Via The Internet 

With This faithful Adaptation Of The Boardgaming Classic 


by Arinn Dembo 

rctmlKuskccI .some gaming vet- 
craiKs what their finst "real” game 
was. Was it Clue? Life? Some vari- 
ant on the old Son}’! game? No, 
the I najority w'cre preth' sure it 
was Mnnopol)'. /Mi, nostalgia! I 
.started playing Monopoly when I 
was six, when the nilcs changed 
every time my older brother was- 
n’t winning. M\' personal victor}' 
condition was to get the coolest ])la\ing 
piece. Until I wa.s ten, I never played long 
enough for anyone to go bankntpt— I 
alw ays thoirght the winner was the ])crson 
w'ho had the most card.s by the lime you 
had to cat dinner. 

The Rrn of the game wa.s never the 
mechanics, but the personalities of the 
players, each decision exprc,ssir)g some 
persoiral quirk or goofv master plan. Arid 
personality is exactly what was lacking in 
pr evious conrpuler Monopoly games — 
monotonous /Ms, with hot.seat the oniv 
w'ay to play against other humans— it 
made y ou w'ant to break out the boaixl 
game and .sa\'e the hard dri\c .space. 

"Iliis new version ofMONOPOLV.how- 
e\’ei'. docs the old .'\mericau boarclgamc 
classic proud. Some of the computer 
o]5ponenls are annoyingly unpredictable, 
dlrey can even be made to mimic human 
behavior patterns, from how it rates prop- 
erty, to how often it offers to trade, to how 
nruch money it keeps in the till. 

Rut this Monopoiy w'as really 
designed for human-to-human |)lay, with 
not only hotseat, but network and Internet 
competition. \Ve.stwood has set up a wait- 
ing room for the game, which can be easi- 
ly aece.sscd once yoir establish your usual 



Internet conneelion. In the- 
ory, Monopoly enthusiasts 
should be able to acce,ss tl re 
waiting room any lime aird 
find human opponents dial- 
ing in from all o\ er North 
Ameiica and liumpe. Hie 
support structure is there 
for .social gaming, complete 
with Chat and "whisper" 
features during the game. 

AN EMBARRASSMENT 
OF RICHES 



/Ml the im])ro\'ements are great, birt the 
average gamer might w ell ask, "Is that it?” 
Gameplay still consists of rolling the dice, 
moving around lire board, busing rerrl 
c, state and trading with other players for 
properties, carxis, cash and rent immunih'. 
On lire other hand, M()N( tfOl-Y now 
sports ereati\’e and appealing animation 
for the movement of the plaving pieces — 
the 'Ibp I !at flies across the board, flap- 
ping its brim like a manta ray; the Shoe 
hops, .skips, tw iris and jumps from .square 
to .square, the Battleship .sails, etc. — all 
very keen. 'Ihere arc es'eir .special graphics 
for landing on each properly, some of 
which arc really exquisite. I particularly 
liked the way llicii Uncle Money bags 
would pick up the playing pieces and 
.shake money orrt of them whenever you 
had to pay a fine, 'ihere are also .soirnd 
effects and some forgettable MIDI miusic 
(which you carr turn off). 

'Ihe program installs and runs beauti- 
fully from a Windows 95 operating .sv,stem. 
Virtually every common variation on the 
rules can be used, including inqiossibili- 


tieslike irnlimitcd houses and hotels. 'Ihe 
on-line 1 ielp is very thorough and covers 
virtually every' aspect of the game, includ- 
ing the details of creating your own /Ms 
and using the game on the Internet. 

Overall. Monoi’OIYCD-HOM is a big 
improierncnt o\er previous versioas, and 
is definitely the best available s’crsion of 
the game fory onr PC. It offers sci’cral 
hours of light entertainment to the solitary 
gamer and a welcome opportunity for 
social gamers. *b 


^APPEAL: Should be well-received 
by any who love the board game and 
by anyone with a taste for the old 
classics. 

^PROS: It really is Monopoly. Cool 
animation, the ability to build your 
own Al players; networking and 
Internet play are a big plus. 

►CONS: It really 
is Monopoly...and 
may not be excit- 
ing enough for 
those weaned on 
modern computer 
games. 
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GRAB A BOARD AND CATCH THE WAVE! 


See that big, powerful thing heading right at you? It's multimedia. 
And you can either get on and ride it for all its worth, or just get 
pounded. The Paradise Pipeline 64 is a true 64-bit graphics 
and motion video accelerator that gives you unparalleled power 
and performance in multimedia, business, education and 
entertainment apps. So you can experience smooth MPEG 
full-motion video in a window scalable all the way to full screen. 

Pipeline 64 was designed and developed for Windows® 95. So your 
Windows 95 programs will flat-out scream-even at resolutions 
to 1600 by 1200. And with up to 16.8 million colors, realistic 
images will practically jump off your monitor. Of course. 

Pipeline 64 is backed by the same 5-year warranty covering 
all Paradise performance products. Call 1-800-978-3079 
ext. 1238 for a complete list of retailers. 





Pipeline 64 glvee you nearly twice 
the number of frames per second 
for smooth RJU-MOTION VIDEO. 


MPEG CLIP-CD RO^ 

'Call lor Benchmark Test Delalls 


PARADISE 


PHILIPS 
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REVIEW • KHICHT MOVES 
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MMEWlt 





Price: S26.99 
System Requirements: 
IBM compatible 486-66 
or better, 8 MB RAM, 
SVGA graphics, less 
than 1 MB hard drive 
space, 2x CD-ROM 
drive. Win 95, mouse; 

supports Windows 
compatible sound cards 
of Players: 1 
Protection: None (CD 
must be in drive) 
Designer: Alexey 
Pajitnov 
Publisher: Spectrum 
HoloByte 
Alameda, CA 
(800) 879-PLAY 
(619) 693-1200 
Reader Service #328 




A Knight’S 
Eirand 


Challenges And Frustration In A Castle Full Of Puzzles 


by Elliott Chin 

f Alexey Pjjitnov Isn't a lioiLseliold 
name, liLs niastcqiiccc TtniUS cer- 
laiiily is. Like millions of others. I’ve 
l)een seduced for untold hours by its 
addictive dialicnges. KniCI ri' 
MOM'lS, Alexej’s latest creation for 
Spectrum HoloBylc, is original, and 
rather challenging, Init it jiisl isn't 
tlie same as its venerable graiidfa- 
ther. In KNtCI IT MOWS an evil 
wizard lias set up sliop in a ten-stor)’ cas- 
tle, littering it with traps and monsters. 
What this amounts to is simply 60 levels 
of pu/ylcs, into and through which you 
must guide a jumping knight. 

'flicre arc ten levels io this game with 
sL\“matcIics” to each level. Lach match is 
played on a ches.sboard, upon which arc 
scattered coins, swords, and a single exit 
portal, 'llie object of each match is to col- 
lect all the coins and swords on the chess- 
board without getting killed, and then 
move onto the exit portal so you can 
descend to the next Icv'cl. Moving around 
a chessboard of squares to collect coins 
might .seem eas}' enough, but there is one 
catch: You arc a knight, and as such, can 
only move in the traditional chess pattern, 
which is h\'o sc|uarcs forw-ard and one 
square sidewa)’s. 

CASTLING SIDE-TO-SIDE 

'lb make things more challenging, as 
you descend deeper into the castle, the 
clies-sboards start changing. In the first 
level, the che,s,sboard is completely open, 
but in later levels certain s(]uares are cov- 
ered up. limiting your field of movement. 

Another obstacle in your path is death, 
which can come in several fomis: the 
roaming monsters which kill with a mere 
touch; hamiful squares of lava or .slime 




created by certain 
t)'i)es of monsters; 
and finally, your own 
missteps, jumping 
onto the same square 
twice hiriis it into 
la\a, and jumping 
onto it a third time 
means death. 

'niankfully, hannfu! 
squares, created both 
byyoursclfandby 
monsters, return to 
their nonnal state 
aftera few .seconds. 

Altliough mon- 
sters can destroy you, 
you have no direct means to eliminate 
them. You may, however, bum them 
indirectly with a lava square of your 
own creation. Tlie trick, though, is to 
create the scjuarc just as they are w alk- 
ing onto it, but before they touch you. 
Eliminating \'our enemies gives )'ou 
greater freedom to manuever, but 
involves great liming and ri.sk. 

You can also collect power-u|)s to aid 
you in your matches. Some will open up 
closed squaies, w'hile others will tem- 
porarily stop the monsters or gi\ e j’ou 
immunity to lava sc|uares. 'Tlie.se power- 
ups don’t appear that often, but are great 
boons when they do. 

Kwica I T Movies can be \'cr)' frustrating 
at times because ) OU can’t pairsc in mid- 
game to survey the board and |)lan your 
moves. Once you click Ihc mouse button 
to make your first jump, you can never 
stop. And if you try to plan your jumps 
before you make your first move, the 
clock keeps licking and monsters will start 
homing in on you. Aside from being fiirs- 


trating at times, the other drawback is that 
the levels gel repetitious after the .seventh 
or eighth level. 'Ihere is no .save game, but 
Knight Moves does let you restart the 
game at the last match v'ou played. 

Despite the.se few problems, KMClff 
Movks still provides .some excitement 
and challenge for iho.se who want to 
make a ciuiek diversion into the Wizard’s 
Castle. Just doiv'i expect it to replace 
'I’l rnus on your hard drive, ‘t 


^APPIEAL: This game is Ideal for 
those people who just want to wile 
away a few hours with a challenging 
puzzle game. 

^PROS: An original concept, chal- 
lenging puzzles and good graphics 
make Knight Moves a fun diversion. 
►COHS: The 
puzzles are repe- 
titious, and the 
non-stop move- 
ment can make 
planning your 
moves frustrat- 
ing. 
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CAMES OF SPEED, SKILL AND INDIGESTION 


' Only Timon And Pumbaa's Irreverent Play-By-Play Could Entertain Your Kids With So 
Many Hours Of Buc-Bustin’ Fun On The Computer. With All This Full-Tilt Action, Even 
You Will Want To Play InTheir Virtual Juncle-That Is, If You Can Pry Your Kids Away. 




ineOEIECTbih 

NAYMntifOOD 

^IEKHaiot 

JNOTHIItWOlIK, 

I 




HIPPO HOP 


JUNGLE 


© The Wal! Disney Company. Windows is a registered irademaik ol Miciosoft Corporation. Macinio: 


stered trademark ol Apple Computet, Inc. 


BUG DROP 
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Rll lEmm Full-matiDn uidea. it's got the Ieoh and Feel, 
the characters and pint, cF a Feature Film. Rnd it's gat gnu. 
Jach Fremont — TU triuia geeh luith an emptg Fridge. Roiii gnur 
dags oF simpig matching the screen are nuer. Vou’ue got to 


obseruB. Thinh. Decide. Ret. Rnd match gour bach — euerg 


moment, euerg moue. Mou'ue got S4 hours to saue the morid. 



get the girl, and raturn the tUK. Horn it ends — and there are 
ID possibiiities — is entirelg up to gou. 

So don't just sit thErB...,_,_ 

IPS vnuB PiauE. 


CapcQin Digital Studios B a Uision In sesociatian luith Euolutlonsrg Publishing Inc, present FOK HURT. 

Sbs it at http://uiiiiui.capcamBnt.CQm 
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I don’t thinl< you're supposed to move them 
when they're all broken like that.” 


'I didn't think a ball could fit there. 


Fast-paced, head turnirtg action so real you can almost taste the Astroturf, welcome to Quarterback Attack. The bone-crushing action of real 
football that puts you In control. Six skill levels, hundreds of plays and over a thousand ways to get your ass kicked. This Is the first pro-sports 


simulotor that puts you In the helmet of the quarterback. How long you manage to stay there Is up to you. 
Available on MS-DOS and Windows 99 CO-ROM, M a c I n t o a H CD-ROM. SoXn Saturn, 3DO. 


QUARTERBACK 




1-900-332-0032 ht 


Circle Reader Service UQ 1 






GEORGE JONES • SPORTS 
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irst-tinic experi- 
ences nirely get 
much better 
thiin this one. 

. I'burtlirow 
sciits, center 
ice, San Jose 
Sharics vs. 

Ottawa 

Senators (okay, 
so the teams couk! have been better). 

I-fog dog in my left hand, ice cold suds in 
a nifty cup liokleron my right. It w as what 
1 call a "positis'c experience." 

MicKs'ay through the game, however, 1 
had A Moment. You know, one of those 
frightful time-.stopping iixstanccs w'herc 
von realize something starilingiy obvious 
about yourself. Midway through the .sec- 
ond ])CTiod, as i found myself cheering for 
the Sharks, who were successfully killing a 
power play, a friend asked how' I knew so 
much alxvut hockey. I stammered for a bit 
before I blurted the tnith. '‘Computer 
es." 

►The Dynamix-Sierra group is hard at 
work on their next baseball install- 
ment, Front Page Sponra Baseball 
Pro 96. Promising stunning high-res 
graphics, tons of Al tweaks and sig- 
nificantly quicker autoplay, this Win 
95 game should be a significant 
improvement over last year’s version. 
Watch for it in late spring. 

►Links Pro is the working title for 
Access Software’s upgrade to their 
wildly popular computer golf title. 
Scaled to the Pentium crowd, we 
expect Access to work their usual 
graphical magic, although the greens 
are a little more crowded this year, 
with several quality golf titles in the 


t PC and 
video games 
are opening 
up worlds of 
sports to 
kids and 
adults every- 
where. if 


The Silicon 
Sidelines 

If You Want To Know About Sports, 

You’ve Got To Play The Game 


icing w'iis, or the intricacies of a power 
play had I not pias’cd Arhvorx’ 
iN'iKRwnoNAL llocKty (a marv'clous 
sim) for the Commodore 64 or 
Electronic Arts' NI-I i . I iOCKl'?i'. Sure nei- 
ther perfectly recreates the game, but ice 
rinks arc pretl)’ rare in Inglewood, 
California. ... 

'khe same goes for baseball. 'Ihc only 
reason I know who Whrren Spahn is, or 
lhal Bob Cilxson w-as one hell of a pitcher 
for the St. Louis Cardinals, is hecau.se of 
subl xigic's PURlii-S'lAl' B/\SK»Ali, again 
for the C-64, which helped me make it 
through one yicioiisl)' hot summer in the 
middle of L.A. It .still amazes me that I 
can "talk baseball" largely due to that 
game. Jeez, I hope tluxsc programmers 
knew whal they were doing. 

My point is hvofold. lurst, computer 
(and video) games arc opening up 
worlds of sporLs lo kicLs and adults 
everywhere. NHL llOCKi’?!', fur exiim- 
ple, is plavcd bv kids in the inner cih; 
who might never sec a game live as 
well as by kids in New England states, 
'live same goes for all Ihc other .sports 
games. Second, in addition lo leaching 
us the nilcs of the game and who the 
talented plav'crs are, sports sinis give us 
insighls into how to play the game. 

So when v on find vouRcIf explain- 
ing why a play action pass is a good 
idea on 2nd down and 6. or why Otis 


But Ihc fear didn’t come then. It came , 
aftcrvv'ards, as I started to catalogue ilie 
rest of the maior sports with which I am 
familiar. Basketball I know (though some 
of my coaches may disagree), having 
[jlayed it for far too long, so I'm in the 
clear ihcre. Football, well, as much as I'd 
like lo say I learned it from watching tele- 
vision, there’s only so much John Madden 
can teach you with his ovcnised tclcstm- 
lor; and although my college roommates 
played and taught me more than I cv'cr 
wanted lo know about pulling lineman 
and how to read defenses, that transfer of 
knowiedge usually took |)lacc during ses- 
sions ofPl.Ai'MAKKR KOO'lRAM.and JOHN 
M/\oI5KN Footrai , 1 Baseball, golf and 
hockey i'cl know absolutely nothing about 
if it w'cren’t for electronic entertainment. 

1 know I’m not unique— I’m .sure there 
are tons of gamers nut there who, like me, 
don’t have the patience lo watch 10 hours 
of sporLs ])mgrainining eveiy vv eckend. 
And to be perfectly honest, 1 think it's 
great, i would never have learned whal 


works. 

►GTE also has an NCAA title in the 
works, NCAA Championship 
Basketball, scheduled for March, will 
put players in the coach’s shoes. One 
feature we’re anxious to check out is 
the career mode, in which players 
age and graduate, with younger play- 
ers stepping in to fill their shoes. 
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GEORGE JONES 


Nixon stole second with two outs, ask 
yourself how you know that. You might be 
amazed. 

Wliiic on the subject of real-life sports, 

1 had a rather eerie ex|)criencc recently 
coaching my Oakland Riiidcrs .squad in 
Front PaC!': Spor'i-s Footraix 96 
(Sierra). ’Hie Raiders, as usual, ha\’c been 
one of the more fnistrating teams in the 
NFL this season. Inconsisleney. penalties 
and poor play ha\’c been their bane all 
year. So when the latest \'er.sion of I'PSI' 



►Tony Keren's Ultimate Utilities for Tony 
La Russa 3 are a complete set ot power- 
ful tools for sorting statistics, editing 
players and changing schedules. To 
check out the shareware version, go into 
CompuServe’s Sports Gamers' Forum 


rolled into (he office, 1 quickly seized it, 
intending to rcw'ritc n frustrating chapter 
in Raider history'— at least for 1995-96. 

Wrong. I just finished one of the most 
fnistrating electronic seasons cs'cr. /Ml y'car 
long, 111 )’ Raiders were plagued by — you 
guessed it— enatic play, injuries and 
penalties, penalties, penalties. Tire 
defense worked well, the offense sput- 
tered, and 1 w^as lucky' to drag my team 
into (he playoffs with a 10-6 record (sound 
familiar?), at w-hich point we c|uickiy lo.sl 
to the Buffalo Bills in the first nniiid 
amidst freezing cold weather. I \s’as up 14- 


(GO CIS:SPRTSIMS) and download the 
TUT1L7.ZIP file from the BASEBALL 
library, or check the Computer Gaming 
web site at (http://www. 2 dnet.com/ 
''-gaming). Note: Stormpront is not con- 
nected with the Ultimate Utilities toolset. 
►Hoops fans should check out Lutz Van 
Hasselt’s NBA Live Rookie Patch, which 
includes rosters updated through early 


3, but the turning point came late in the 
3rd C|uai 1 er, Jeff Hostetler, my quarter- 
back, was sacked (for the 5th time) and 
fumbled the ball, and the Bills .scored on a 
one yard nin after a rcally' dumb defcnsis'c 
pass interference penalty' on James 'ihipp. 
And then thcyscorcd again. /Ml in a day's 
work for the l^iidcrs ... damn. 

For the gridiron low'-dow-n, stay tuned 
for next month’s res-iew-s of i ’ROiVI' I’Af.!'. 
Sports l'oaiu\i.i.96and Unncces-saty 
Roughness 96. We’ll do all w-e can to 
make sure you don’t pick a bad game, but 
it’s up to you to pick a winning tcam.^ 


November, and some bonus players like 
Michael Jordan, Beavis and his two-on- 
two partner Butthead. To download, go 
into CompuServe's Sports Gamers’ 

Forum (GO CISiSPRTSlMS) and down- 
load the NBAPV302.ZIP file from the 
basketball library, or check the Computer 
Gaming web site. Note; Electronic Arts 
does not support the use of this patch. 



CALL TO 

SUBSCRIBE TODAY! 

Eveiy month COMPUTER LIFE is 
packed with answers, clear-cut 
information, practical tips and 
how-to's — everything you need 
to wring more power and plea- 
sure from your machine. 

To stay on top of it all you’ve got 
to subscribe to it. 

So call today. It’s a better deal at 
a better price — FREE software, 
too — when you subscribe to 
COMPUTER LIFE! 


DONT 


MISS THE NEXT 
COMPUTER LIFE! 



CALL 1-800-926-1578 




Please write to: Computer Gaming World, 
P.O. Box 57167, Boulder, CO 80322-7167. 

Include your mailing label from a recent 
Issue dr call 1 - 800 - 827-4450 for faster 
service. Please allow up to 60 days for 
change of address to take place. 


All you DO is call to subscribe. 


DON’T miss the FREE software! 
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Tools Of The Trade 


fffs ' 



Our joysticks and gamepads are the 
essential components for hard-core PC 
gamers who are serious about technology. 
And about excelling at their favorite past- 
time. So while it seems that suddenly 
there are about a million joysticks to 
choose from, there’s only one leader: 
Gravis. And we’re introducing the most 
exciting new game controllers that the 
industry has ever seen. With more 
features, flexibility, programmability and 
speed than ever. Always at an affordable 



price and backed by great support. The 
guys at PC Gamer Magazine know. They’re 
the ones that said: “GRAVIS IS THE 

NUMBER ONE JOYSTICK OF 1995." 


The World Leader In EE Joysticks 


CALL US AT 1.800. 663. 8 5 5£ 


CRAWS. 
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Price: S54.99 
System Requirements: 
IBM compatible 486-66 
or better, 8 MB RAM, 
SVGA graphics, 2x CD- 
ROM drive, Windows 
3.1 or Windows 95, 
mouse; supports 
Windows compatible 
sound cards 
Protection: None (CD 
must be in drive) 
Designer; Randy 
Dersham 
Publisher: Sierra 
Bellevue, WA 
(800) 757-7707 
Reader Service: §338 


Fishful Thinking 

Sierra’s Trophy Bass Delivers ‘Reel’ Tournament Bass Fishing To The PC 

by Kevin Turner 



I used (o think lliat bass fishiiis^was 
a rather simple "six-pack and po’ 
boys" kind of affair, at least until I 
was forniall)' introduced to tlic 
.sport by my girlfriend. ' I lie first 
time .she took me out on the lake, 
I realized I was in Ironbic, 1'his is 
a complicated affair— the lunn- 
ber of lures available is amazing, 
and the methodolo- 
gy of selecting these lilies 
borders on art. /\nd real fish- 
ennan call it a fishing rod, not 
a ashing pole. Watch FSPN 
on a Sahirday morning and 
j oii'll know what I mean. 

Ba.ss fishing is a serious 
sport and a big l)iisiness. It 
has a professional circuit that 
iLscs sjrccialK’-dcsigiicd bass 
fishing boats, cc|nippcd with 
digital fish finders and contin- 
uously recirculating freshwa- 
ter holding tanks. Ihe sports 
pros have sponsors, and 
oftentimes bass fishing is 
their sole occupation. 

Sierra sTliOt’l ivB.-vss 
accords the .sport its due 
respect. Simply put, it Ls the 
complete package for the \’ir- 
tual ba.ss fishennan, boasting 
tons of information and some 
,sur|3rising!y nifty gameplay. 


WHERE DO YOU 
WANNA GO? 

I'rom the game's main 
menu, l ou can chon.se to go 
fishing, learn more about fishing or learii 
how to play Ihe game via the “preview” 
option, which Ls a walk-tlimugh. /Mfhough 
the on-line |)review is good, the lack of a 
print manual Lsan unfortunate omission. 

When you’re ready to go fishin', you 
have more options to coirsider, Viu can 


fish a lake, enter a loumament or embark 
on a pro bass fishing career. 'I here arc five 
lakes aviiilable: Uikc bmier (Georgia), 
Like N liimiy (South Carolina), I ligh 
Kock Lake (North Carolina), Sam 
l^burn Reservoir flcxiis), and Uike of 
tlie Ozarks (Missouri). Tlirce difficulty 
levels makes it ea.s)’ to learn and challeng- 
ing as you improve, but the easy level is 


only available during non-competitive 
trips. 

To fish in a more leisurely, non-pre.ssure 
filled environment, the electronic angler 
need only select a lake and a level of diffi- 
cult): Once the lake is selected, Ihe condi- 
tions of Ihe lake arc given. Conditions are 


important, because they provide the leav- 
er with hints as to the type of [rattern to 
follow. 

Once you’ve digested the lake’s vital 
statistics, check out the large map tliat’s 
provided, ’lliis map can be viewed cither 
photogra|Dhically or topogniphically. 

Using your knowledge of Ihe weather 
conditions and your ev'cr-growing .sense of 
bass behavior, pick a likely spot on 
the lake. 'Ilie map zooms in on 
the small area you have chosen, 
and you can fine tunc location 
using the depth finder. Once 
you’re all set up, press the “go fish- 
ing" button. 

PUT A GRANDADDY 
ON MY HOOK 

Once .settled in to the bow-, 
you’re ready to fish. You can 
clioose vv'hal you want to fish with 
from a wide v-aiiety of rods, reels, 
fishing line, lures and liv e bait. 
Tliere is even a setting for the drag 
on the reel. Also within reach arc 
buttons that add scent to the lure 
or ask for advice, if you want to 
troll, there’s a trolling motor for 
moving small distances at a time. 

Casting is a sim|)le affair. 

Simply pick a spot where you'd 
like to pitch your lure and click the 
“cast" button. Accuracy and dis- 
tance of the cast depends on the 
type of casting method select- 
graphic; ed— two-handed, pilching.and 
so on. ']() reel the line in, hold 
down the left mouse button. 
Likewise, when a fish strikes, hold down 
the left mou.se bullon to reel that baby in. 
Of course, it’s not really that simple. 
Lighting a big fish can fake a while — vou 
have to be patient when bringing them in 
or you’ll lo.se the battle, 'lb Ihe uninitiated, 
it’s amazing how many factors are 


^ FISH ON When a fish biles, you'll know it via the Strike! 
I from that point on it’s a winner-take-aii battle 





'fitiallv, aqam that’s mthjoftha tik license. Termnator-. 
’^uture Shock <iiillnake Dark forces seen positivelv lanel 

-fC-ZOUt 


"... the more / pla^ future Shock the more it continues to 
amate me. it's really cjuite incredihie. I'derpectit to run ferf 
slo'ill^ considering the amount of graphic detail and amount of 
on-screen poij^ons. hut it screams!" -HEtlTyfE^AHlH^ 

"ifjoudon 'theiieve our statement that Terminator, future 
Shock heralds a ne<ila^e ofSP^ames. surpassing all the 
etlstini^ ones, then tq out the demo . . . 

Butjou Here mrnedl" — SCORE 

"Look for Eethesda Soft/orks to have 
competitors running scared in the near 
future... ' —Computer ^ame Review 


rhe Terminator © 1984 Cinema '84. A Greenberg Brothers Partnership. All Rights Reserved. 


rhe Terminator^” TM designates a trademark of Cinema ‘84. A Greenberg Brothers Partnership, 

X^Gine, Future Shod<^“, Bad Dog^” and Sethesda Softworks™ are trademarks of Media 

Technology Limited. Copyright© 1995 Media Technology Limited. All Rights Reserved. Circle Reader Service USO 


Phone 301 926-8300 • FAX 301 926-8010 
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iinolvcd in ciifching virtual fish. 

And speaking of virtual fish, the bass in 
this game are for all intenLs and purj^ose.s. 
real; you can actually sec their squinny lit- 
tle shadow s in the water, w hich can make 
casting in the right places a little easier. 

So what are some of the advantages of 
virtual fishing over the real thing, besides 
getting your hands slimy and losing yonr 
wallet in the lake? Well for one, you’ve got 
w'hat even' angler dreams of: a bottom- 
less tackle box. On the less realistic, but 
easier side, none of your lures will get 
hung up or lost, and you won’t have to 
deal witli untangling w-ads of spaghettied 
line. 

'Ihese little advantages aside however, 
tlic real ke)' to success in this game is 
learning about bass fishing, 'Ihankfully, 
there's no need to hang out at the local 
fishing store looking for tips and no reason 
to hit the Web looking for references. All 
the infomiation you need is contained on 
this CD-ROM. And there is a lot of infor- 
mation to wade through. 

THE BIG LEAGUES 

'Ihe tournament is the meal and pota- 
toes event, A three-day fishing affair (a 
weigh in at the end of each day) against 
the saltiest freshw'atcr bass fishemian in 



L ike all enthusiasts, bass fisherman have their own 
unique way of saying things. ... 


► Jig and Pig: A skirted and weighted hook (the jig) 
with a pork skin trailer attached to the hook (the 

pig). 

► Bank bangin': Patroiling up and down a bank in a 
bass boat, casting toward the bank. 

► Rnessin’: Using light tackle and soft bait (usually 
plastic worms). 

► Oooh son!: What to say when your partner hauls in 
a hawg. 

► Hawg: A large bass. 

► Used water: While fishing from the back of the bass 
boat, casting into water previously tested by the per 
son in the front of the boat. 

► Atoll: Whatsoever. As in, "I didn’t catch any fish 
atoll," 

► Stitchin': Specialized hand retrieval technique used 
by hawg hunters. 




ibc country will test v ourbuss knowledge 
and fishing skill. Time i.s a factor in these 
contests, since there is a .substantial pcnal- 


t}' forweigliing in late (being 15 minutes 
late for the w'eigh-in means forfeiting the 
cia)’'s catch). 

'Ilic career option lets the player go 
through a miniature pro bass fishing sea- 
son, culminating in a AVorld Series’’ of 
sorts, 'ibu start in a tournament at one of 
the five available lakes, and then ]5rocccd 
to three other lakes. Depending on how 
w ell )’ou do at the end of the first four 
tonmaments, yon mav be able to enter 
the Bass Master's Classic, held at the fifth 
lake, 

BASS MASTERS 

'I'kOl’l n' B.vss' “Mow 'lb” section is 
impressive and complete, 'iliere is a sec- 
tion on finding fish that discusses variables 
such as wcatlicr, water, season and struc- 
ture. 1'hcre is a section on bass behavior 
and why they strike. 'Fhcre is a section on 
tackle, describing each lure and rig avail- 
able and the best lime to n.sc each lure, 
and there is a .section on fishing patterns, 
broken down by the four, seasons of the 
year. 

Say you're fishing in the fall. Using the 
clro]xlown menus, go to the “Mow lb” 
section and read about the fall patterns. 
Perhaps you decide to trv' a big cninkbail 
pattern. Go to the tackle section and learn 
about crankbaits, and then go into the 
section on bass behavior and Icani whv- 
bass like crankbaits. ’^Ilicn you can go into 


the fisli-finding .section to learn the most 
likely places lo find bass in the fall. 

'1 he infomiationa! movies in this sec- 
tion, starring 
some very big 
names in the pro 
bass fishing 
world, arc quite 
good, being both 
entertaining and 
helpful. I was 
espcciallv pleased 
to sec my hero, 
Denny Brauer. 
Larry NLxon, 
Kevin Van Dam 
and George 
Cochran also 
contribute tlicir 
Miowicdgc. In 
addition to vv klcning the scope of the 
game, it also shows that the folks at Sicrni 
did their homework. 

WEIGH IN 

TllOli lY B/VSS is a wonderfully enter- 
taining game for serious bass fishennen 
and those just interc.stcd in fishing. Tire 
action is vvonderfully cnjov’abic and the 
“How To”. section is outstanding. 
KurtiienTiore, gameplay becomes an 
accurate gauge of how much j'ou've 
learned. It jusl might help yon in real life, 
ft’s no wonder that this game is endorsed 
by the Bass Anglers Sportsman’s Society. 

Even if }'onr idea of fishing is going out 
to the garage, blowing the dust off the 
finnilv’ fishing rig, and driving to the lake 
via K-Mart to buy books and sinkers, 
v ou'il .still enjoy this game.TROPi n’B.\.ss. 
like real fishing, is nnieh more than sitting 
around waiting for the big onc.’t 


^APPEAL: Anyone with a passing 
interest in fishing, or looking for an 
alternative sports game (besides golf) 
will love Trophy Bass. 

^PROS: Easy to use, fun fishing sim- 
ulator with tons of 
options and some 
amazing fishing 
resources. 

►CONS: Lures 
can’t get snagged 
in the brush, and 
there’s no manual 
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StlttSliQ. 


l anas 


Prailras I Bnt 


Our comple^^^tats construction set” Instantly puts 
every stat'ant^stlng under the sun at your fingertips. 
Create unllmitixl.eustom stats displays for the : t 
ultimate manageHal thrllll } 


^^ByajHIhfiagSelllng simulation of baseballl With 
i^ininlif “rdosaaMmtfie-olate" camera view. You're 
't^n^atfiSl^ilb the action, with the largest strike 
the g^el ' 


nc, ei99&. Cretlnij tiy Mlnil&san, AtxoInMM bn otMaUctnneMM'MalCH' i.«i|i)»’ea»ftnail P)ay*rs A(so(Hat>on. LOGOOMLBPA MSA 
. OfttitOulwf by WEA(Wcm»i'EI«Mr«AlMmlc Cwi.)i aWa'n*HMVi Oreup ^vtirv. Mi'^sbtP.nnvfvoo, Soma* Alwwn erttrem PC vpnion. 
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"HardBall 5's wealth of stats and options will 
deliver hours of fun'.' 

Electronic Entertainment 


“This year the action is better than ever: 

Computer Gaming World 


"the best baseball sim 
currently available'/ 

Electronic Entertainment 
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when the circuits are still pumping 
and thej/’ve got that expression on their 
the first gush of oil from the open 
socket.. .the lights in their eyes going 
dim...3^eah, that’s when I Know 

- ...I’m alive. 


No human being could survive 
Chromax’s 100,000 watt 
electrical charge! 


Launch a savage cybernetic 
attack with Necroborg’s molecular 
distortion blows! 


Organic virus derivatives make 
Lockjaw attack without provocation! 


The u!timate spot remover: 
Vandal’s tetrabasic acid spit! 


MIRAQE'". RISE 2 RESURRECTION'^ is licensed Irom MIRAGE TECHNOLOGIES (MULTIMEDIA) LTD. 1995 MIRAGE TECH- 
NOLOGIES (MULTIMEDIA) LTD. MIRAGE'" and RISE 2 RESURRECTION'" are lindemniks al MIRAGE TECHNOLOGIES (MULTI- 
MEDIA) LTD. and used with permission. ALL RIGHTS RESERVED. Sogn and Sega Salurn are irademarks ol Sega Enlorpnses.Lld. 
All Rights Resoivod. "PlayStalion" Is a trademark of Sony Computer Erttoriainmenl, Inc, Windows 95 is a trademark ol Microsoll 
Corporation. Acclalril Is a division I3( Acd.nim Enlorlaliimanl. Inc. r S 1995 Acclaim Erlorlainmenl, Inc. All Rights Reserved. 
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Build a Galactic Transport Empire and become the first Shipping Magnate in space! 

"A Mecca of futuristic deiights...a rendezvous with the fun side of business"! 
Strategy Plus 

"We love the way you can customize your ships...definitely the prettiest 
of all the games in its lineage. We are excited about its potential" ! 
Computer Gaming World 



Follow your expanding routes in real 
time with multiple zooms. 


Hollovision News reports give you a 
jump on the competition. 


Create designer starports on outlandish 
planets. 


S SIERRA 
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If 

you've only 
flown 

against com- 
puter pilots, 
you only 
think you've 
experienced 
fun and 


cliaraclcr from WcslWorld: it pLirsiics you 
with (logged dctcmiination, executes its-. ; 
maneuvers with (lawless accuracy, and 
doesn’t give u]3 until it’s blown to 
smitlicrccns. 

In real combat, the pilots you 
encounter aren't alw^aj's going to pick the 
perfect counter-maneuver to your 
Immelinan, and not all of them can stick 
to your tail like glue. Pwen the best pilots 
aren’t likely to stick around in the fight if 
their engines are pouring (Jut smoke and 
fuel is spewing out holes in their wings. 
Nope, they’re going to turn tail and head 
for home, hoping to safcl)' come back and 
finisli t!ic fight another day. 

Certainly, there are difficultv' levels in 
many games that cause [jilots not to fly as 
well as they can, but the fact remains that 
so far no siin has succeeded in capturing 
the feel of real, human opponents. 

'Unit’s where the multiplayer sini 


comes in. Ifyon’ve only flown against 
computer pilots, you only think yonVc 
experienced fun and e.xcitcmcnt. Part of 
the thrill is the competithc game— know- 
ing there’s a real person who.se dai’you're 
mining w ith \ our superb fixing skills. But 
what's really eweiting is ihe unpiedictablc 
nature of a mal Imman’s fix ing; fle.sh\- 
op[)onents don't alw'ajs react the w'a)- 
you’d e.\pcct them to. nierc’s also the 
camaraderie of fixing with human team- 
mates— although it can be fun to takeout 
a target with eomputerized wingmen, you 
can’t inxitc them out lor a brexx’ski later to 


ir combat 
simulations 
just aren’t 
that realistic. 
Despite the 
adxent of 
.striking 3-D, 
I texture- 
I mapped 
I graphics, 
CD-quality sounds, and ultra-fast |)roce.s- 
sors that can liandlc deadly-accurate 
flight models and challenging /M, there’s 
still an element of predictabilit)' in air 
combat sims tliat gives the experience a 
mechanical, inhuman feet. Computer 
pilots jirst don't fly like the real thing. 

ANDROID ACES 

Certainlj; liicAl pilots are talented. 

But the ax’erage sim ])lane feels more like 
it's manned bvYiil Biynner’s automaton 


Dynamix is planning to shake the 
foundation of the sim world with 
I Red Baron 2, a Win 95 game set 
ifor release sometime this 
Summer. A new hi-res display 
engine brings unprecedented 
detail to this 
sequel of the 
company’s 1991 
I hit, while rich 
■ sound effects 
I such as blaring 
I air raid sirens as 
I you dive on a 
[town heighten 

I the immersion effect. Multiplayer 
I support for at least eight, and 


perhaps 16, players should make 
for some exciting neighborhood 
battles. A dynamic campaign 
world, similar to that in EF2000, 
promises lots of targets of oppor- 
tunity. 

Dynamix isn’t 
going to take 
another two-year 
flight sim breather 
after RB II ships, 
though. Also in the 
works is a Battle of 
Britain sim, to be 
followed by a jet 
fighter simulation sporting multi- 
ple high-performance planes. 



celebrate and relix e (lie victoiy. 

WARRIORS OF A KIND 

One of the first ganie.s to inily capture 
the cxcitemenl of multiplayer air combat 
was Ke.smai’s AlU WARRIOR, 'lliis multi- 
j}layer. World W^ar 1 1 air combat .simula- 
tion first appeared ou the Ch-nic online 
nclxx'ork. Plax’crs xvilb I’Cs, Macs, .-\)iiigas, 
and Atari STs could download a fronl-cnd 
program that c.sscntially amounted to a 
combination simple Oight simulator and 
terminal program. Yon could praeliee fly- 
ing (but not combat) offline, then log on 
and liy'vonr luck against real hmnan 
pilots. 

'Ihe effect was amazing— as well as 
amazingly fnistrating for .some. AlR 


excite- 
ment. 99 




DEHNY ATKIH 



You can simulate RC (radio control) in 
Flight Simulator. Set the Tower view 
adjacent to a runway, or even In an open 
grassy area such as New York’s Central 
Park. Then either drag the pane! down 
so only the top row of instruments 
shows, or do away with the panel alto- 


gether. Now enable the Tov/er view and 
fly as you would fly RC. Use only the 
Tower view to take off, fly, perform 
stunts (if you can) and land. Excitement 
and challenge guaranteed! 

Charles Gulick 

West Palm Beach, FL 

Having trouble connecting to the tanker 

in Ocean’s EF2000? Set the autopilot to 

Mode 3, Tracking mode, and lock your 


radar on to the 767 tanker. Set your air- 
speed at around 550 initially, then use 
the A- button to reduce it as you 
approach the tanker. Eventually you 
should end up lined up just behind the 
tanker at the proper altitude. Now you 
can toggle off the autopilot and line up 
manually for hookup. 

Ildren Smoot 
Petal, MS 


Warrior was first on the flight line with 
realistic WW 1 1-cra flight niociels, giving 
folks used to .simpler ‘‘cvcr)'thing flies like 
a jet" flight models of the limes a .steep 
learning slojse to climb. Mven w'orsc, 
though, were the first encounters with 
human pilots. 'liiking off in AiR Warrior 



A ir Warrior 2.0 lets you fly 26 real- 
istically modeled vintage aircraft: 


World War I 

Bristol F.2B Brisfit 
Fokker D.VII 
Fokker-Dr.1 Triplane 
Sopwith Camel 
Spad S.XIII 

World War II 
A-26B Invader 
A6M5a Zero 
B-17G Flying Fortresss 
B-25J Mitchell 
C-47 Skylrain 
F4U-1D Corsair 
F6F-3 Hellcat 
Focke-Wulf 190-A-8 
G4M2 '‘Betty" 

JU-88A4 
Ki-84 ia Hayate 
Messerschmitt Bf-109f-4 
Mosquito Mk XVI 
N1K1-J Shiden “George” 
P-38J Lightning 
P-47D Thunderbolt 
P-51 D Mustang 
Spitfire Mk IX 
Yak-9d 

Korea 

F-86F Sabre 
MiG-15 

Ground Vehicles 
Jeep 
T-34 Tank 

Flakpanzer IV “Fireball" 
Truck 


and sending a message along the]ine.s of 
'T ley, I’m new here, what am I suppo,sed 
to do?" would generally be followed b)' a 
re.sponscof‘')ust flyslraight and level; 
we'll be along to lielp you in a minute.” 
Sure, help you make a hig crater in the 
laiid.seape.., 

'i lic.se days, the ex[)ericnee isn't so jar- 
ring. 'lliere's a bit more 
cliiralry csident among 
most AW pilots, wilh reg- 
ular online training .sc.s- 
sinns lo iniliale newbies. 

(Still, you should be pre- 
pared to be called a 
“dweeb” until you get 
yoiiract togetber, but 
that’s just typical military- 
sty'le initiation stuff.) Ilie 
rc.st of the flight ,sim 
world has caught up with 
AWs flight modeling, .so 
concepts such as acceler- 
ated stalls are no loiiger 
foreign lo every first-time flier. 

You can hop into the AW arena and 
jiLst fly over lo enemy territory' and .shoot 
things; (hat’s certainly fun. But the real fun 
is getting involved with one of the many 
AW sqiiadmns. Tliey meet at specific 
times and fly rcalLsIic missions, with 
dozens of players enacting haltles featur- 
ing, for c.'cample, waves of B-17 bombers 
escorted by P-51s. 

WORLD WAR II 96 

AiRWARltlORlias been slowly 
enhanced over the years, with a fevs' major 
ipdales such as the SVGA version mar- 
keted by Konami as a stand-alone sim. 
(And it w'as a sim that was a glaring exam- 
ple of the adwintage.s of miiitiplay'cr com- 
bat; the drone A1 pilots in SVGA Air 


Warrrir weren’t very'cliallenging.or 
imieb fun to fly against.) NowKe.smai is 
poised to release llie fii^st major u|)(lale to 
the AW universe: Air Warrior for 
Windows, 'llie company hasn’t 
announced which services the upgraded 
version will be playable on yet, but they’re 
eiHTcntly demonstrating a version that 


plavs right off the WorldWkle Web. 

Tlic biggest change is that AW i,s now a 
32-bil \\indo\v.s application. /Mtbongh 
.setup is easiest under Win 95, it will also 
work under Windows 3.1 using the su|> 
plied Win3Zs and WinG add-ons. 'Ibc 
move to Windows hasn’t slowed the pro- 
gram down, and owners of faster 
machines can now' play in 800x600 and 
1024x768 resolutions in addition to the 
standard 640x480. AW^lill .surrounds the 
out-thc-eanopv view w ill] lots of imagen' 
of instruments and controls, so the larger 
screen .sizes are very vveleome. eliminat- 
ing the “quarter-.sercen video” feel of the 
original SVGA AW, According lo Bmee 
Milligan, who’s helping develop 
Interactive Magic’s boxed version of AW, 
Kesmai plans to spend around a i|iuirter of 



BOOM AND SQUINT The new Windows version of Air 
Warrior still sports a fairly small window for watching the 
action, but new 800x600 and 1024x768 modes should 
make for easier viewing. 


CG 
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BECAUSE IT TAKES MORE THAN 
DRIUING SKILLS TO WIN. 



Windows' CD-ROM. 
Compatible with 
Windows' 95. 



A / Spectrum 
fJ V rioioByte. 

http://www.holobyte.com 


Licensed by FOCA lo Fuji Television. ©! 995 Spectrum HoloByle, Inc. All rights reserved. Srfcinuu HotoBrte Is a regislered tradefnarh 
and Gawo Pnx Mawgu is a trademark ot Specitum HoloGyle, IrK All other tradenrarks are the property pi their respKiive holders. 


F ormula One Grand Prix racing. It's one of ttie most 
competitive sports in ttie world. To win, 
you need more than a great driver. 

It takes technology, tactics and money. 


As a Grand Prix manager, you control 
all aspects of team management. Design the 
hottest car and test it. Negotiate for the best driver 
and staff. Keep up with racing politics, rules and 

rumors. On race day, you call the shots 
down at the track in the fume-filled pits. 

CRAND ntlX MANAGER. 
Because what it reaUy takes 
to win is a great manager. 


rnuuuvi ut' inc 

FORMULA 1 

WORLD 


Visit your iocal retaiier or caii 24 hours: 1-800-695-GAME (U.S. and Canada), 
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LATION/SPACE 


DEHHY ATKIN 



a million dollars jiisl on redoing cockpil 
arhvoric, going as far as sending ])coplc (o 
llussia to photograph cockpits, hlxtcmal 
detail on the 26 included planes has been 
enhanced as u’cll, with light-shaded poly- 
gons, insignia on aircraft, and shadows so 
detailed you can aclualh' watch the pro- 
pellers begin turning from a lower ball tur- 
ret w'hen j’our pilot cranks up the engines. 

If you haven’t seen AW since the early 
da)^, you’ll be surprised at the sophistica- 
tion of the new release. Enhanecd flight 
controllers such as the CM MightStick 
Pro and Tlinistmaster W'CS are now su|>- 
])orted, and the cock[)it graj^hics imagery 



FIELD OF DREAMS Instead of selecting options with a 
text-based interface, the new Air Warrior has you click 
your way around a virtual airfield. 

^i.LJJJ.JUi ij I I I .. I II.. ■ 1.. 



I WAS FRAMED! Cockpit view obstructions are realistically 
rendered, so spotting oncoming bogeys in planes like the 
P-38 can be challenging. 

has been grcatly enhanced. Airfield and 
plane selections are no longer made using 
an antiquated command line, but rather 
by clicking in beautifully-rendered 
sc|uadron ready rooms. 

It’s not just thccockq^itgr.iphics that are 
enhanecd. Perhaps most striking about 


ilQ . 

^ n our May, 1995 issue you read about Confirmed 
H Kill. \Domark and Id's attempt to do Air Warrior 
H one t3etter. Late last year Domark and ICI parted 
H company, not on the most amicable of terms. 
Domark has been putting together a new development 
team to create a version of Confirmed Kill with wider 
appeal than the sim they originally planned to release with 
tCI. • 

Meanwhile, the original Confirmed Kill code has been 
rechristened Warbirds. The multiplayer sim went live last 
December, sporting a new graphics engine from Graphic 
Simulations, the deveiopers of A-10 and F-18 for the 
Macintosh. Bor more information on Warbirds, point your 
web browser to http://www.cris.com/~gunjam. 


flic bctii version of 
AW that I’ve been 
flying is the Oak 
you encounter 
o\'er enemy air- 
fields. The puffs of 
black smoke form 
around your ])lane 
just like in the WAV 
II movies. Another 
area scheduled for 
improvement is 
terrain graphic.s; 
tlic beta I flew still 
had the original 
flat, polygonal terrain with ]3yramid'St}'lc 
mountains. “’Ihat’s definitely something 
wc want In address,” said Milligan. “It 
won’t be pvrainids. WTielher it’ll be tex- 
ture-mapping, 1 don’t know, because 
frame rate is veiy important.” 

COMMERCIAL FLYING 

beginning AW pilots will be able to fly 
the unfriendly skies prepared for action, 
thanks to the upcoming boxed version of 
AW 2.0. This .second tr\' at creating a 
sland-alonc v'crsion of the popular nuilli- 
plav ersim should be more succe.ssfiil than 
the disappointing Konaini release a few 
years ago. Kesmai has teamed with 
Interactive Magic, the U.S. distributor of 
sims such as Ai’aci if: and the upcoming 
1 '-16 and 1 llNf) — not to mention thccur- 
renl borne of MicroProsc founder Wild 
Bill Stcaicy— to create this version. 

This time, you won't be flying against a 
hunch of dumb drone pilots. The devel- 
opers hope to be able to closel)' recreate 
the tenacity and unpredictability of the 
pilots you’ll encounter in the real AW' 
arena. They want to make sure you don’t 
end lip living against aerial "'lenninatois,” 
though. Milligan .sa)'s’, “I hey had to dumb 
down the Ai a bit. The Al pilots w'crc fly- 
ing consistently at the edge of the enve- 
lope, somelliing a real pilot wouldn’t be 
able to manage. 

■■'Ihc current plan is for over 100 mis- 
sions, ranging from W'orid W'ar 1 to Korea, 
with a focus on World Whr 11,” adds 
Milligan. “'I he niLssions are historical in 
nature, but not necc.s.sarily based on spe- 
cific occurrences.” 


These won’t be j'oiir topical “hit w-ay- 
pointA, then hit secondai)' target B, then 
fly home” missions. Some have almost 
puxale-like dements. Tour mission may 
be to stop Jii-S8,s from bombing some 
other airfield,” Milligan says. “But as you 
take off. you’ll find a flight of ju-88s head- 
ing to bomb your own field. Do you fly 
the a.s.signcd mis.sion, or protect your 
home airfield? ” 

Cone is the prediclabilitv' you’ve come 
to expect in some other sims. At the end 
of a mission, you may rclum to base in 
your Me-262 only to find a flight of P-47,s 
strafing yni ir field. Meanwhile, you’re 
almost out of fuel and ammo. As K;iri 
Malden says, "Wlial wilt you do?” 

Although you’ll flv the bundled mis- 
sions vvillioiil tire aid of other human 
jjlayers, the developers wsini to give you 
the feeling v ou get in the miilliplaver 
arena. You’ll receive messages from other 
pilots, and you’ll be able to direct other 
pilots in your group. 

Even if you plan to fly AW' online 
almost cxdiisivdv; the bo.xcd version 
could be a blessing. Shipping on CD, it 
will indude around 100 MB of digitized 
artwork, sminds, and terrain data — data 
(hat would take hours to download even 
on the fa.stesl Internet connectioivs. 

I / jokforlhc new version of AW to go 
oniiire around the lK.“ginning of Eebniarv. 
As this column went to press, Ke.smai was- 
n’t ready to announce on which services 
the new version would be plajing, so 
you’ll need to call them at 804-963-8500 
for logon information.% 
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REVIEW • SU-27 FLANKER 
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Price: S55 
System Requirements: 
IBM compatible 486-66 
or better. 8 MB RAM, 
SVGA graphics, 8 MB 
hard drive space, 2x 
CD-ROM; joystick and 
Windows-compatible 
sound card recom- 
mended. 
Protection: None (CD 
must be In drive) 
Designer; Sergey 
Bezfuchkin 
Publisher: Mindscape 
Novato, CA 
(800) 234-3088 
Reader Service: #343 


Russian Into 
Combat 


Eschewing Yankee Flash For Eastern Bloc Utilitarianism, Su-27 Flanker 
Packs A Reaiistic Punch 



by Robin G. Kim 

team of Russian prognini- 
nicrs creates a sophisticat- 
ed .siniuiatioii of llie for- 
mer Soviet Uiiioii’s pre- 
mier air supcrioritv' fighter, 
and passes if off lo an 
American cor]X)rafion, 
Intcmalional espionage? 
No, computer enlcrtain- 
inent! In a wonderful 
cxiimplcof9n's-,sl\'lc detente, teams in 
Russia, flic United Kingdom, and the 
United States ha\’e \\orkcd together to 
hring sim fans Slf-27 FlANKK.It, 'Ihis Win 
95 sim (a DOS version is ,sct to follow 
soon) .show's almost fanatical attention to 
detail, and it’s packed with challenges for 
even the most hard-core (light sim afi- 
cionados. 

From flic moment you start it up, von 
know this is one serious simulation. 
Instead of the obligatorv multimedia intro 


sequence, you re 
greeted willi the full 
screen mission plan- 
ning window where 
you’ll spend all \'our 
time bctw'ccn flights, 
f I he almost obliga- 
toiy .set of multime- 
dia \idco clips is 
included, butvou 
hav e to seek them 
out.) i'lash without 
substance is dead}’ 
not the point of this 
mission-based simulation. 

'Ihe action takes place in the Crimea, a 
peninsula in southern Ukraine, tiuringa 
h)polhetical conflict between Russia and 
the Ukraine. Select the mission vou w ant 
to (Iv, check out the briefing, pa\ load, and 
wavpoinls, then it’s off to the cockpit. 

THE BIG 
PICTURE 

"Ihe first thing 
that strikes you is 
thccomplcxitvof 
the SVCy\ instni- 
ment panel.'lhc 
many dials and 
gauges are cleanly 
rendered, and 
malchthe layonl 
in the real Su-27 
almost exactly, 
right down to the 
Cuillic lettering 
and metric unit.s. 
O'ou’llhaveto 
check the manual 


for Knglish translations.) 

l/ioking outside the cockpit, yon may 
be in for a bit ot a disappointment. With 
the cuiTent trend toward Coumud shad- 
ing and texture-mapped graphics. Su-27’s 
flat-shaded polvgons are .something of an 
anachroni-sm. Despite the lack of textures, 
the object gra|)hics are impressively 
detailed and dt.splay realistically articulat- 
ing parts. Aircraft look somewhat plain, 
but the control surfaces move, external 
ordnance is show n, and Ihe clean graphics 
let you see which way a bandit i.s pointing 
at a good distance. 'Perrain graphics, how- 
ever, are Spartan. 

Because y ou usually don’t have nuieh 
time for sightseeing during missions, a 
full-featured flight recorder is provided, 
allowing y'ou lo replay missions or even 
jump in and lake tlie contn)ls. Camera 
angles can be saved during playback, 
enabling you lo create dramatic combat 
footage ofevenls across the entire battle- 
field. 

All this detail comes at a price. 'Ihe 
frame rate on a P5-9() .svstem w itii PCI 









Spitfires, Mustangs, Corsairs and Zeros. 
There’s even a rookie mode for beginners. 

Can you survive seven 

' “‘ v. tactical scenarios? Over- 
% ’'3' -.ff,- corne eight bandits at 

‘.1 once? Or outgun that 

1, • 

■ ■ second modem pilot? 

Without losing your lunch.,. Or your life? 
Fighter Duel. The way it is, is the way it was. 


Fifty years ago, air combat decided the 
fate of the world. Now it's your turn. With 
Rghter Duel for PC CD- , 

ROM. The most realistic ji 

dogfight simulator in his- 

tory. Through amazing t 

high-resolution graphics, 

you’ll experience real-world physics and flight 

modeling as you pilot Messerschmitts, 


Take on human opponenis 
two-player modem duels. 


Scan the skies with multiple 
cockpit views. 


Photo-realistic, fully functional 
instrument panel. 

mniian 


Dogfight the deadly Zero or 12 
other classic WWII war birds. 


For more Information call 1-B00-34O-7888. 

Visit our Web Site at http://www.phllipsmedia.com/media/games 
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flight simulator you've everseeu: 
the first flightsim to fly under state- 
qfrflie-art Windows’’ 95 technolagyt 
IVlodeled after the' awesome Su-27 
Flanker by a team of Russian: aerospace: 
professionals, SurZ7 FLANKER’ is being hailed 
as the most realistic flight sim eygr for the PC. 

A powerful, multi-tiered Mission Editor involves 
you in everything from single training missions to: the 
planning and execution of full-scale campaigns 
^all in exquisite detail. Take the: role, 
ot Pilot, Squadron Commander or 
Iheater General in this hvnothetical. ^ ^ 
Bussia vs. the Ukraine shont-outi 
P Whichever role yeui choose, sta^^y^Z^^jWiy,; 
alertt Your enernyv in the a|r andi on^ M- . 

the ground, is very, technically - s 
accurate, deadJ.y,andUenqclgiusJ' 
j;i.y/Runsia's;most;pDjygjfgifig(|}iBfi' 
ajldisee'how;iJ;feelB.tn,ow% ^^ ji 


Anatoly Kvotchur, Russia's top test 
pilot, knows the real Su-27 better 
^ than anyone in the world. His role as 
technical advisor ensures a simula- 
tion of the uitimate in accuracy. 


To order: Visit your local software retailer or call 
1-800-601-PLAY with VISA/MC (North America only). 


A mindscait;* company 
Circle Reader Service 11206 
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vidijois §ood, but not loliillwsmooth. 
Since there arc few o|)tinns for rcckiciii^ 
llic level of detail, a 486-66 with local bus 
video should be considered the bare niiii- 
imimi for thissiiii. 

FEAR OF FLYING 

Despite the somewhat retro graphics, 
Su-27 does a good job of inunersing you 
in the combat environment. Sitting at the 
end of the runway, the nose dips as rising 
engine thmst strains against the wheel 
brakes, llcleasc the brakes and the nose 
bobs back up as your I ’lankcr quickly 
gains speed. Pull up at 300 bii/li and 
you're airborne, ready to experience the 
most realistic flight model of any jet fight- 
er simulation made for the PC. 

But don’t let this intimidate )Ou— the 
Su-27 is a snap to fly. 'Ilie feel is fluid, yet 
stable and damped. Pointing the plane 
vs'hcrc you want to go is easy enough, yet 


Iv, splitting up when engaged. 
Concentrate loo much on one bandit, 
and another will surely be moving in on 
your six. 

ARMED AND DANGEROUS 

Hie weapons modeling— ever) thing 
from guidance systems to missile inter- 
cept trajectories to graxity drop ol ballistic 
weapons— is top notch. Over 33 txpes of 
aircraft ordnance arc pro\ ided, and air 
defense systems are cc|uall)' varied, 
including nine kinds of/V\A and !3 SAA'i 
launcher hpcs. 

If this arrav of air defenses doesn’t 
frighten you, it should — the combat cini- 
ronment in Sii-27 Fl.ANKKlUs extraordi- 
narily deadK: Part of tlie danger comes 
from your realistically modeled missile 
launch detector that only sounds if a rock- 
et motor is burning while in range of the 
system. Missiles fired from far awav won’t 



it doesn’t feel like it’s riding on rails. 

/Mtitude and ordnance load affect accel- 
eration and turn perfonnance as cxjjcct- 
ed. 

S('-27 FlankTxR’s flight model also 
excels near the edge of the envelope — 
and beyond. Accelerated stalls (pulling 
past the stall angle of attack while going 
faster than level stall speed) and spins are 
cxceptionallv well done, and otlier rarely- 
encountered effects such as roll reversal 
and precession arc also modeled. 

THE SILENT TREATMENT 

Hying alone all the time isn’t much 
fun, and in Su-27 FiANKUKyou don’t 
ha\'c to. Up to three wingmen may 
accompany \’ou on \’our missions, and 
vou will often nin aero.ss other friendK’ > 
aircraft intent on their own tasks. But as 
there are no digitized x'oices or even text 
inc.s,sagcs from other aircraft, you may 
feel like x ou’re b\' xoursclf an^'way; sound 
effects in general are weak in this sim. 
lliere are few commands you can issue 
to your wingmen, and your ability to con- 
tml each individually is limited. 

'llie artificial intelligence of your wing- 
men and all computer-controlled aircraft : 
is ver\' good, how'cx er. Computer pilots 
make exiensive use of the v ertical, and 
usually manage their energv' effectively. 
Enemy flights use team tactics aggressive- , 


T he flexibility of a cockpit view system can make 
or break a flight sim— you can't dogfight what 
you can’t see. Su-27 Flanker gives you 42 fixed 
overlapping view angles you can pan between, 
and a padlock view that tracks your target automatically. 
Despite the large set of views, you have a 180-degree 
blind spot to the rear due to the Su-27’s canopy place- 
ment and bulky ejection seat. The real plane has rear- 
view mirrors to minimize the blind spot, but they did not 
make it into the initial release of the game. (They should 
be available in the Su-27 1.1 patch.) 

If you manage to padlock your target and then lose it 
in the blind spot, your view will freeze in that direction. 
Don’t panic and start panning around trying to reacquire 
him; just keep turning. If you can bring him back into 
view in the next few seconds, padlock tracking will 
resume. You’ll know the padlock view has given up when 
you’re booted back to 
the default forward 
view. 

Even when your 
target is not in your 
blind spot, it’s easy 
to lose track of 
where you're look- 
ing and become 
disoriented. The 

!■ ^ _..oi 4 Y • 1 solution comes 

HELMET-M 0 UNTED^_^ __J Su-27's 

helmet-mounted display. 
Whenever your view is shifted so the HUD is no longer 
visible, a compact overlay appears, displaying critical flight 
information. The overlay's offset from the center of the 
screen corresponds to the direction and angular distance 
between where you’re looking and straght ahead, so you 
always know which way you're facing. 
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Desktop Themes 


Now the hottest sights and sounds from the card game 
phenomenon, Magic; The Gathering^ come to life 
on your screen. Introducing Magic: The Gathering 
Desktop Themes — the spellbinding accessory for 
Windows® '95. 

Magic: The Gathering Desktop Themes 

incorporates over 50 stunning high-resolution graphic 
images, dozens of cursors, wallpaper, icons, fonts and 
over 50 new sounds to give your computer a customized 
look and feel. Plus, an incredible Screen Saver 
showcasing some of the best Magic artwork of all time! 


For IBM”PC & Compatibles on CD-ROM. 

©1995 MicroProse Software, Inc. Ail rights reserved. 


1-800-879-PLAY, http://www.microprose.com 

MicroProse Software, Itk. Is on offidal Ecensee of Magic The Gathering. 
Magic The Gathering is a registered trademodc of Wizards of the Coast, Inc. 
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tiinnvil into the 
missions it’s jiisl 
sink or swim. In ;i 
trend stiirtcd Iw i- 

MiigicsAincili:, 

;in online Iwper- 
Il’nI version of llie 
paper inaiHuil is 
also prosided. 

MISSION 
CONTROL 

Tinkcrerswiii 

w OH SHIP Ships and ground vehicles are extremely detailed, with love the game’s 
I spinning radar dishes and turrets which rotate smoothly to engage powerful mission 
I targets-including you. editor, w-hicli not 

onK’ lets von 

Iri^eranvwaniing bevond a radar lock 
indication. Isvcn worse, maneuvciing to 
evade mis.sile.s is tlifficnit bccaii.se they’ re 
.so hard to .spot once their rocket motors 
burn out. When von do manage to avoid 


tw eak your flight plans, but also create 
entirely new mis.sion,s. Its bluest limita- 
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a direct hit. blast {lamage from a near mi.ss 
mav knock out some of yonr .systems any- 
way. In an nnchanicleiistie concession to 
playability', y'onr aircraft can sustain a lot 
of punishment before going down —a 
single direct hit from most mlssilc-s will 
nsuallv still leav e you flving. 

Unfortunately, not all the difficnlts' in 
.snrv'iving sucii fonnidable air defcn.ses is 
realistic. Yonr planes MCM jammers do 
not woik, and yonr antiradiation missiles 
won’t lock onto some nidars as they 
should. Fixes to both of the.se 
hugs are exijcctcd in an U|)eom- 
ing patch. 

Fortunately, the remainder of 
the plane's systems function pro]> 
erIv./Mthongh the Su-27 is primari- 
ly ta.skcd with the air-to-air role, it 
does have a secondary ground attack 
capability, which is the focus of many 
of the siin’s missions: its hatterv of 
coininciiiglv-modcled a\ ionics is w ell 
suited to both ta.sk.s. 

Ibc manual describes the operation of 
all the plane’s .systems clearly and in great 
depth. It .seems to cater more towurd the 
experienced sim ])ilol. however, with 
detailed dc.seriptions ol the various 
weapon, sensor, and guidance systems 
modeled in the game, hnt almost no dis- 
cussion of air combat ladies. Novices can 
learn how to work their planes, hut when 


S U-27 development began in the late 1960s, 

around the same time as its Western counter- 
part, the F-15 Eagle, Known to NATD as the 
Flanker; it is referred to unofficially by Russian 
pilots as the Zhuravlik, or “Crane," because of its shape. 
Although it is a big aircraft— some 25% heavier than an 
F-15C— it is extremely maneuverable thanks to its large 
wing area, longitudinally unstable design, and two power- 
ful afterburning turbofan engines. Flight control is a com- 
bination of analog f!y-by-wire and conventional hydro- 
mechanical linkages. 

Size has its advantages. In the Su-27’s case, it trans- 
lates into no fewer than ten missile-capable hardpoints 
and a staggering fuel 
capacity— the maxi- 
mum range of the 
Flanker on internal 
fuel is comparable 
to that of an F-16 
carrying three drop 
tanks. To take full 
advantage of its 
large missile 
load, the aircraft 
is equipped with 
a long range pulse-doppler look- 
down/shoot'down radar capable of tracking 10 tar- 
gets simultaneously. In a dogfight, the Flanker’s electro- 
optical ^tem and helmet-mounted sight enable the pilot 
to find and track targets undetectably, and launch the 
highly advanced R-73 (AA-11 Archer) heat-seeking missile 
at targets up to 60 degrees off-boresight. Though air-to- 
ground work is only a secondary function of the Su-27, 
its radar is capable of generating detailed patch maps for 
ground targeting using doppler beam sharpening and 
synthetic aperture techniques. 

Combining world class performance, range, weapons 
load, and avionics, the Su-27 clearly ranks as one of 
the most capable and deadly air-superiority aircraft in 
service today. 
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M ^f ye asyrli daesn’C mat 
jbuV-e armed t^.theiteetl 
-with gun cannons, heat seeklnj 
^{Qis^tes and guided missiles. Yoi 
stii! r^ye to keep the other guy Ir 
your sights using whatey^ move: 
you’ve got. Did you remember^tt 
save that doggie bag from lunch? 







r RUNWAY MODELS Submunition dispenser pods can make a 
mighty mess of the Tarmac. 

tion is that gn)iind vehicles and shi|)s can- 
not move. The editor is also missing a few 
documented features such as clouds and 
an online encyclopedia; SS! hopes to 
include these in the aforemen- 
tioned patch. 

Missions fall into several cat- 
egories, from solo missions vs'ith 
fixed flight plans to huge scenar- 
ios rec|uiring you to choreo- 
graph all Russian air, land, and 
sea assets in the theatre. After 
each mission you can pull up a 
detailed dchrief report listing 
the result of every shot fired. 

Since .so much is going on dur- 
ing a mission, this is a great way 
to find out what hap])cncd 
beyond what you saw from the 
cockpit. Some training missions 
arc included, but most are 
axtrcmcly difficult, and any 
training value they have is from the 
school of hard knocks. Several of the stan- 
dard missions arc also hard to complete, 
but should get easier once the ECM and 
/\RM bugs are fixed. 

Players desiring a campaign game or 
career mode arc in for a dlsappointmcni. 

All the rnis-sions are entirely standalone 
(although if they’re played in order, they 
do simulate a campaign scenario), and 
last no longer than a game day. Perhaps 
SSI will coasider including a campaign 
mode in a future add-on, but in tlie 
meantime players will have to cheek 
online .sources for new missions. 

l^or now', Su-27 Ft ANKisIt w'ill have to 
stand on its ()\m merits, and it does stand 


tall. Despite 
some minor 
.shortcomings, no 
other air combat 
simulation can 
match its mix of 
dead-on realism, 
competent artifi- 
cial iniclligcnee, 
and lire ama/.ing 
complexity with 
which the mis- 
sions play them- 
.sclvesont.'lhc 
learning curx'c is 
steep, and the 
game lacks the breadth of .some other 
titles, but if depth, accuracy, and control 
are what you look for first in a sim. then 
Su-27 PiANKi'.its cock'])!! awaits.% 


CRIMEA CONTROL The mission editor allows creation of scenarios 
with huge numbers of ships, ground vehicles, and planes ranging 
from close support aircraft to strategic bombers. 


►TARGET AUDIENCE: Hard-core 
flight simulation fans who value accu- 
racy over flashy graphics. 

►PROS: Precise flight modeling and 
deadly enemy Al in the air and on the 
ground makes for an adrenaline- 
pumping combat experience. Mission 
builder allows creation of extremely 
complex scenarios. 

►CONS; No campaign mode; some 
important features were omitted in 
order to ship the game before 


playability is ham 


pered until SSI 


announced patch 


ships. Lack of 


communication 


with wingmen 


brings a feeling of 


isolation 
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It’saSimWorld. 
Get lost in it. 

ITl f lllU'tilllllll With Maxis as your 

•f S- 'never know where 
you’ll , land next. 
The Siintity ZOOO 
CD Collection puts 
you in the Mayor’s 
Mansion-just in 
time to fate disas- 
I ters like Hurricane . 

a Hugo. SimTower 
oRena hfeathtak- 
ing view atop your 
financial empire-too bad there’s a 
five-alarm inferno in progress. And 
our newest locale, Simisle, lets you 
role a rainforest-where it’s the wildlife 
vs. the warlords. The Sint games. 

No restrictions apply. 



0 I99S Mixis, ln(. All righls reserved. Simfiiy 2000, 
SimTowrr, Simisle and Maxis are trademarks or registered 
irademarks of Maxis, Inc For produd or ordering inforntalioii, 
contad your local relailer or call ]-800-)I-MAXIS. Visit (he 
Maxis Web page at hUp://www.maxis.(om. 
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Price: S59,95 
System Requirements: 
IBM-compatible 486/33 
(486/66 recommended), 
MS-DOS 5.0 or higher, 8 
MB RAM. 18 MB hard 
drive space, PCI or VESA 
local bus video, 2x CD- 
ROM, joystick: 
SoundBlaster compatible 
sound card. 
a of Players; 1 
Protection: None 
Designer; Michael Chen 
Publisher; Interactive 
Magic 

Research Triangle Park, 
NC 

(800) 789-1534 
Reader Service 1)342 


Star Raiders 
Redux 

Recipe For Action: Take One Part Space Combat, Add A Pinch 
Of Strategy, Sprinkie With A Dash Of Nostalgia 

by Scott A. May 


ostalgia alert! Dmp shields 
and prc[>are to cloek with a 
classie game, hitcmctivc 
Magic's S'lAlt ll\Nc;i';ii.s is 
an unofficial (rihiite to the 
timclessAlari 4n0/8(>() 
cla.ssic,S'lAR IlMnRIiS.'llic 
bells andwhisllcs may 
reflect ])rcscnt day c.\|)ec- 
tatioas, but the basic 
gameplay remains true to tbe original. 
E.xccpt this time, you’re not facing iiltra- 
low-resTlKP’lCiriKR-wannabecs, but 
ratberWiNC COMM\NDKR IV-csqe, 3-D 
space fighters. 

Alas, tributes are only effective if today's 
audience remembers yesterday's achieve- 
ments. Hiat said, S'liMt ode to 

the origins of electronic gaming may bo 
lo.st on players cutting their galactic tecih 
on Origin's WlNG COMMANDKR scries or 
LucasArt.s’X-WiNG. Com])arcd to tbc.se 
games, brimming with flash and sizzle, 
ST/VR llwGiuis maj' ap[)ear a bil sparsely 
decorated and .short on subslance. 

BORDER PATROL 

lisscntially a space combat game, 
sj^rinkled with elements of on-lbe-fly strat- 
cg)', the game easts jilaj ers in the 
Republic’s elite S’lAR R\NC;i:ils coq^s, ded- 
icated to defending residents of tbe fron- 
tier from e.\pansioni.st neighbors. In other 
words, protect humans from evil alieirs. 
T^Dical duties include patmlling border 
c|uadrdnts, bla.sting wayward stragglers, 
defending out]w.st.s, re.scuing civiliairs, and 
escorting space convo)'s. Chief among 
your ads'Crsarics are the 'liuiregs, a faceless 
race of alien crcalutes hell bent on push- 


ing back the human frontier. 

The game defaults to Practice mode, 
where you can bone u[) on \'our space 
dogfighting skills against a variety of 
increasingly persistent enemies. This is 
also the i^lace to familiarize yourself with 
ship displays, keyboard controls and joy- 


stick perfonnance. Tire game supports 
specialty controllers, including the CIT 
Higbtstick Pro,Thmshna,ster PCS/ 
M.CS and WCS/I'QS, Gni\is ITioenix 
and Firebird, and Sunconi F-15F, 

Eagle. Depending on your setup, 
use the joystick and/or keyboard to 
adjiKst speed, cycle available ordnance, 
target enemy ships and change \'icw 
modes. Like its carthbound flight sim 
cou.sin.s, the game offers multi]Dlc external 
views of the action from either the player, 
wingman or target ship's ]3crspcctivc. 

You can also turn off the cockjjit [jancl 
for a broader view of the big picture, 
with all display gauges superimposed 
in (lie comers of tbe screen. 


ONE-SHIP WONDER 

SiAR I^\ngi-:rs pilots fly tlie RG-10, a 
generic model space craft that offers 
excellent perfomiance but no room for 
future upgrades. Your Tauregcan counter- 
parts, on the other liand, appear in a vari- 
ety of spacecraft, including scouts, fight- 
ers, bombers, cruis- 
ers, carriers and 
transports. hTach is 
rated for speed and 
durabilit)'. 

Stock weapons 
include plasma guns, 
cannons and rockets. 
Fis’c mi.ssilc types arc 
a\'ailab!e, with namas 
indicative of their 
strength: Heater 
Seeker, Inferno, Bug- 
Eyc, Bludgeon and 
Tac Nuke. Taureg 
forces are limited to 
slow'cr plasma guns and vastly inferior 
mis.sile,s, gi\ing you a substantial edge in 
tactical combat, in true arcade fashion, 
the game balances your superior fire- 
power with tbe sheer number and 
variety of opposing crafts. Difficulty' 
levels can also be adjusted prior to each 
mis,sion, affecting enemy tenacity' and 
intcHigenee, as well as the speed at u'hich 
critical events unfold. 

Onboard .ship displays arc kept simple, 
to facilitate easy' readouts during the beat 
of battle. 'Ihe center radar is designed to 
.show, w'ithin the context of a 2-D display, 
the orientation of objects surrounding you 
iti 3-D .s]3ace. It’s an interesting sy-stem, 
involving concentric rings and color- 
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cocleci Xs iincl cloLs, l)iil not 
lenibi)' intuitive, I'linking the 
nidiir display are gauges 
.showing current throttle, 
vclocit}', shield and energ)' 
le\^els. A multifunction dis- 
play ser\’es triple duty for 
eomnuinications, damage 
assessment and energy' man- 
agement systems. I'lnaliy, the 
targeting system.. Vector 
images of ships currently tar- 
geted show orientation, 
shield strength, speed and 
distance. Consult this display 
to avoid wasting ships you’re 
supposed to be protecting. 


► BUT WHERE'S HOBBES? Choosing a good wingman 
off— you can actually send him off on his own to 
dispatch the more wimpy threats. 


STAR PATROLS 

Campaign mode launches a scries of 
17 self-contained missions, each with 
unique circumstances, goals and difficulty 
levels. Choose one of fi\’e wingmen to 
accompany you (three male and two 
female). Urgent orders for a.ssistance 
often require w'aqjing from one section of 
the quadrant to another, using a strategic 
map to pinpoint your desired destination. 
You can exjjand the scope of the c[uadrant 
map by dropping transponders during 
flight. VVaq>ing involves a short but wild 
ride through a wonnholc tunnel 'llie 
accuracy' of your warp, along with energy' 
depletion, is affected by your ability' to 
navigate this narro\\' corridor. 

’Ilic game’s key' strategy' elements 
invoK'c managing your ship's limited ener- 
gy' resources, \\’hi]c deciding \s'hich sector 


► dig that wormhole Warping from sector to sector requires 
I traveiing through a wormhole; imprecise navigation will ieave 
I you far from your desired iocation. 


hot spots require immediate attention. If 
the threat is .slight, order a wingmen to 
w'aqj into combat and return when fin- 
ished. As your ship incurs damage, use the 
energy management .s-ystern to route 
energy' from your guns to the .shiekls, or 
N'ice ver.sa.As the hull weakens and ener- 
gy' drains, dock at a friendly .space station 
to replenish your systems. 

Space combat is fast and frenzied. A 
fully functional 1 lUD fills the main cock- 
pit display with more infonnation than 
some joystick jockeys probably care to 
know'; mis.silc locks, target designator, 
pitch/lwnk and directional indicators, 
velocity and throttle readouts, closing 
.speed and intercept limes. 'lire action 
zips along at .such breakneck pace, how- 
ever, there’s little time to ap|)reciate such 
attention to detail. For rookie pilots, two 
inflight options help case the burden of 
combat .stamina: Combat Autopilot tracks 
the currently targeted craft, and Match 
Speed mode matches your speed to the 
target’s if it’s within 300 meters. 

Most of the game’s o[)tion menus deal 
w'ith graphic detail and .screen re.soluiion. 
l-lere you can toggle ship tevture map- 
ping, Gouraud .shading, background 
details and preflight cinematics. Actions 
.sequences can be vicw'cd in cither high 
(640 X 480) or low' (320 x 240) resolutions. 
Another important option allows you to 
sw'ileh behveen arcade-style versus flight- 
sim joy.stiek orientation. 

'Ihe game’s greatest weakest is the 
nature of its linear campaign mode. Fach 
mis.sion must be .sueeessfuily completed 


before ascending to Ihe ne.xt, '^1 lie design- 
ers compensate somew'hat for this by ran- 
domly' generating key [xiramctcrs for each 
mission, changing the location and mo\'c- 
ment of friends and foes. It’s a superficial 
fix for a tundamcntal problem: 

Campaigns should progress along a 
branching stoty'line, with each succe.ss or 
failure determining the ultimate outcome. 
1 Icre, campaign mode is simply a smoke 
.screen for arcade-style plav levels. Hit the 
ceiling of your present abilities and the 
game simply stalls. 

ONLY BLAST-ADDICTS NEED APPLY 

’llie game also suffers from a lack of 
personality. 'Ihcrc's no background story 
or betw ceiKscenc cinematics to .suggest 
the play er is part of some larger, robust 
space ad\ enlure. Indeed, conijjared to 
other efforts in the genre, this game .seems 
oddly incomplete. Space combat alone 
may have enthralled players 1 5 years ago, 
but todav’s audience exjicets something 
much sub-stantial— more "hlolly wood.” 
Perhaps there arc players who dislike tiie 
cinematic approach, who would rather be 
\ aporizing aliens than following .some 
contrived space opera. If that's the ease, 
waq5 on o\er and begin blasting. 

'Ihith be told. Star Ran(;kr.s begs to 
be more than it is. ’Hie nostalgia factor 
makes for a fine curio, but won’t sell to 
today’s sophisticated market. 'Ihough 
technically adept and stvlistically 
exciting, an overall lack of ambiance 
renders the game little more than a 
simple .space shooter. ‘t 


^APPEAL: Space combat fans who 
find cinematic interludes annoying; 
anyone who’s waited 15 years for an 
update of Star Raiders. 

^PROS: White-knuckle space combat 
coupled with intriguing strategy ele- 
ments. SVGA graphics and atmospher- 
ic sound effects are a plus. Excellent 
joystick support. 

^COHS: Lacks personality. Linear 
campaign mode 
hampers long- 
term player 
involvement. 

Combat 
sequences are 
well-designed, 
but repetitious. 
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Protect Your PC. FREE 60-page 
Power Protection Handbook 

Whiit Lire the myths ami musts of PC protection^ What arc the 1 0 most common 
power protection mislakcsf The top tips for addtng reliability to your PC? Get 
your FREE copy and find out! 


□ YES! I'm interested in the Inrst UPS designed 
for Windows 95. I’lease send my FllEE 
handbook and Back-UPS Pro information. 



Microsoft 

Windows' 95 


Name 'i'irlc: 
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City; State: Zip;. 

Phone/fax; 


Bianilsof Ul’S used? 

# servers/PCs to he protected?. 
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Dept. Rl 
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AMEmCAN POWERCONVEDSION 


Dept. Rl 

132 Fairgrounds Road 
RO. Box 278 

West Kingston, Rl 02892-9920 


IT'S NOT I F, IT’S WHEN 


Windows® 95 puts the power of a server 
on your PC.The new Plug & Play 
Back-UPS® Pro™ will keep it there... 


1 







If you’re about to invest in a new 
muiri-tasking operating system 
like Windows 95, experts say it 
may be time to invest in Ai’C 
protection. Why? Because bad 
power is the largest single cause of 
data loss, and on a multi-tasking system, your 
vulnerability is multiplied. When full protection is as 
affordable as a new mouse, it just doesn’t make 
sense to leave your premium machine unprotected. 





Back-UPS 

Pro 


Supporu Windcwi. Windowl 95. I 
WinNT. Windows for Worteroups. I 
indOVl. 


'"Organizations can 

FURTHER ENSURE RELIABLE 
SVSTEM PERFOR/MANCE BY 
CHOOSING A UPS LICENSED 
TO BEAR THE DESIGNED FOR 


"fWiTH Windows 9SJ.. Users are keeping 

MORE FILES OPEN AT ONCE AND HAVE MORE 
DATA AT RISK THAN EVER BEFORE... A UPS IS 
QUICKLY BECOMING A MUST... " 

ComputerLife 


Protect against the inevitable power hit with 
new Back-UPS Pro, the one and only UPS designed 
for Windows 95. .Automatic Voltage Regulation 
(AVR) provides the edge you need for full protection 
against extended brownouts or overvoltages without 
draining the battery, while CelKiuard intelligent 
battery management extends battery life with fast 
recharge and deep discharge protection. The units 
even include built-in lOBasc-T network cable/phone 
line surge protection for a bulletproof response to 
anything Mother Nature or Murphy’s Law may send 
in your direction. I’lus they’re even backed by an up 
to 525,000 guarantee against surge damage to your 
equipment (sec derails}. 

All in all, you can't make a bad choice when 
you choose the company that protects more PC’s 


Starting 
at $239! 

Includes 

FREE 

Plug& 

Play 

software! 


Y'lu gel safe auUmialic shiiliiowii 
(whether you're there oriiol), power 
ei’eut rccordwg [or power tpiality 
iiiuilysis, real-twie display of VPS status, 
and certified Windows 9S Plug 6' Play 
compalihility for easy iiistallatiou. 


Windows 9S Logo...” Microsoft “Don’t take chances. Get the ultimate 


than all other UPS vendors combined: APC. 


“lt-**l*-...SHOULD BE STANDARD 
EQUIPMENT ON EVERY DESKTOP... EFFECTIVE, 
AFFORDABLE, DESIGNED TO LAST...” 

PC Computing 


PROTECTION... FROM APC.” PCWORLD 


PC World 

20 Best 
upgrades 




For 6 iitimiies ofnintiiiie on a typical 4S6 , 
choose B U Pro 280PNP. For Pentiums or more 
runtime, choose the BU Pro 420PNP orhSOPNP. 
Call for a Free demo Disk, 60-page catalog, or 
visit our Poii'crPage ' at htlp-Jhvti'w. apcc.com 
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Photectnet^'^ 
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Starting at $ 1 9 


Back-ups^ & 
Back-ups^' pro 

UPS far PC and 
advanced workstations 



Starting at $ I 1 9 


Smart-UPS’ & 
Smart-UPS' V/S 

Manageahic UPS for 
servers and netivorks 


Matrix-UPS^’' & 
Accessories 

Modular UPS for client/ 



Starting at $299 Starting at $3499 
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Price: $49 
System Requirements: 
IBM-compatible 386-33 
or higher (486-66 or bet- 
ter recommended), MS- 
DOS 5.0 or higher 8 MB 
RAM, 13 MB hard drive 
space. VGA or better, 
keyboard (mouse, joy- 
stick optional); supports 
Sound Blaster compatible 
sound cards. 
H ol Players: 1 
Protection; None 
Designer: SE Software 
Publisher: FormGen 
Software 
Scottsdale, AZ 
(800) 263-2390 
Reader Service USAI 


Marine Fighter 
Flight Schoel 

Formgen’s F/A-18 Simulation Opens The Cockpit For Beginning Pilots 


by Scott A. May 

vcrwlicliiKJcl/nwt’s tilt; 
feeling nio.st newcomers 
e^perienec as tliey lest fly 
most of today's higii-cnd 
air combat .simulations. 
I'iven if their inacliines 
have the ncccssat}' pow'cr, 
would-be pilots often 
eject from the game out 
of sheer fmstration. If 
that’s a familiar situation, take a closer 
look at I'brmClen's BlACK KNICIIT.a 
combat sim suitable for beginners. 

Green pilots can start with eight train- 
ing niis,sions, which guide you through 
.such fundamentals as take-offs and land- 
ings, wa\])oint navigation, air combat, and 
gtoiinci attacks. Such basic training, cou- 
pled with onscreen last cues and an in- 
flight instnictor, help make this an ideal 
choice for tho,sc learning to stretch their 
flight sim wings. Frce-flighl mode also 
lielps novice pilots Icam flight controls 
and cockpit iirstniment laj onts. 

Once you're ready for action, Bl ACK 
Knigi ri' antes up 50 full-featured eombat 
missions, e.scalating in difficult}^ from sim- 
ple arcade-sh'le shoot-outs to tactically 
intense combinations of air and ground 
offensives. Wngincn arc present in most 
scenarios, though in-flight communica- 
tion is not an option. Fncmy A1 ranges 
from lame ducks to clirsive pests in later 
missions, but they rarely bare their teeth 
t|uitc so ferociously as those found in to|> 
flight shns such as Spcctmin’s K\l.CON 
3.0. 1'or beginners (there’s t!ial word 
again), BiACK K.\'IGI rr .should prose plen- 
ty lethal. 

Players seeking a bird’s e)’e-\'icw of 
each kill can singe their eyebrows using 
the “mission cam.” i‘1ighi controls arc 




^ NIGHT KNIGHTS Even the dark palette of night 
I combat can't mask the dated appearance of Black 
I Knight’s graphics. 

rcspnnsh’c, if a tad on the touchy side. 

A flight recorder lets you rewewyour 
aerial hits andmi.s.scs.’niough a bit clum- 
s)’ to use, the recorder is awash with the 
usual fcaliire.s, including preset and user- 
defined view'ing angles, and VCR-slyle 
controls with pause, play and slow-motion 
replay in both fonsard and reverse. 

Memorable clips can be saved to disk and 
reloaded for future \iev\ing. 

'lire weakest link to Bt ACK Knig! rf’s 
oL’crall success arc its outdated grd]3hics. 
Aesthetically, the visuals are sparse but 
pleasing, helped along with Courand 
shading, realistic ground fog and atmos- 
pheric effects. Coni])arecl to today’s 
S\^GA texlurc-ma[)]Ted beauties, however, 
the birds in Bi agk K.\ic;i rr look pale and 
flimsy. If you’ie .seeking more than flat 
polygonal shapes and chunky low-res 
explosions, ) ou won't find it here. 

'11 ic game’s sound effects pull up some 
of this slack, how ever, with ,su[)erb stereo 
.simulations of Doppler shifts during com- 
bat. lire sim incoqrorates volumes of digi- 
tized speech, ranging fnan the familiar 
female in-flight computer to an almost 
ovcr/ealous cockpit buddy w'ho constant- 
ly barks navigational and targeting inslme- 
lioiis. Pilots in training will no doubt 


ap|)rcciale the latter’s helpful 
hints, coupled with freeze- 
frame text descriptions of way- 
poinLs, target markers and 
w'capons s)'5tcms. E.\perienccd 
air combat pilots will t|uickly 
tire of the chatter. 

'Hie SO-page manual is an 
cas}' read for those unaccus- 
tomed to the genre, and is 
packed with good inlrocluclorx' 
air-combat techniques. 
Unfortunately, the manual makes little 
mention of enemy forces and shuns an)’ 
reference to any of the game’s missions. 

Air combat vctenins aren’t likely to give 
Biagk KjNica I T more than a curious 
glance. Ifyou’re a green recruit to PG air 
combat sims, how- 


ever, tliis .should be 
enjoyable introduc- 
tion. It’s simple, but 
sleek, and not at all 
inlimidaling.% 



* Download the shareware 
version ol Black Knight s! 
htlp://www.iilnel.coin/ 
gaming. 


^APPEAL: First time sim-fliers, or 
sim fans with older hardware that 
won’t handle cutting-edge games. 
MMlOS: Excellent training vehicle for 
air combat newcomers. Tasty smor- 
gasbord of predefined sorties, with 
mission creator and free flight options 
to boot. Runs smooth, even on low- 
end machines. Shareware preview ver- 
sion available, a true rarity for Uiis 
genre. 

^CONS: Technically, a good five 

years behind the 

times. Enemy Al 
not terribly chal- 
lenging, and 
generic foes give 
game a certain 
sterile look and 
feel. No multi- 
player option. 
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P\Ri.€^’s — Believe /t or Abt/ 

A two thousand year old mystery 
riddled with dai^er. 



Are you part detective, part thrill-scekiog adventurer? You'd 
better be! Join Robert Ripley, famed explorer and collector of the 
bizarre, to solve one of the most intriguing true-life mysteries of 
the ancient world. 

Thrust into the year 1936, you uncover a secret plot to rule the 
world using an age-old talisman of mystic power. Now, it’s up to 
you to stop the sinister plan of an evil nemesis. But time is running 
out! Race to exotic locations, gathering clues 
to unlock a 2,000 year old riddle. Defy dia- 



bolical death traps and solve mystifying puzzles! Can you survive 
up to 60 hours of incredible globe hopping adventure packed with 
intrigue and danger? 

Explore more than 200 breathtaking and historically detailed 
environments. Interact with over ^0 live video characters. Super 
VGA graphics, a richly textured soundtrack, and breakthrough 
technology deliver captivating realism like never before... Believe It 
or Not.^ Don’t miss out on the adventure of a lifetime! Take the 
challenge of this revolutionary gaming experience home! 


Available for PC CD-ROM. 
Coming soon for Macintosh. 

Visit us on-line @ 
httpV/www.sanctuary.com and 
find out how you can get a demo 
of The Riddle of Master Lu 


“...one of those seemingly rare adventure games that manages 
to merge both graphics and story... “ - Strategy Plus 

“Exotic locales, cliff-hanging situations, fast-paced story- 
telling. fascinating characters, diabolical puzzles. The Riddle 
of Master Lu seems to have it all. “ — PC Gamer 
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SIMULATiON/SPACE 


REVIEW • MECHWARRIOR 2 EXPANSlOH PACK 




3 Mech Clans 
And A Legacy 


The Ghost Bear Clan Brings Something 
New To The MechWarrior 2 Experience 


by Martin E. Cirulis 



Price: S39,95 
System Requirements: 
IBM compatible 486-66 
MHz, 8 MB RAM (7 MB 
of free EMS), DOS 6.0 or 
higher, 40 MB hard drive 
space, 2x CD-ROM drive, 
MechWarrior 2 
Number of Players: 1 
Protection: None (CD- 
ROM must be in drive) 
Designer: Chad Findley 
Publisher: Activision 
Los Angeles, CA 
(800) 477-3650 
Reader Service: Ii345 


T he \\'ell-<iesen'C(l .success of 
iVli'CilWMtlllORZhas 
sjjauneci an asylanclic of 
gamers ciemanding more. 
More Mechs, more scenarios, 
more battlefields! Well, 
Activision has finally 
ansvvered those demands 
with Gi losT Bk./\r’s LiiGAcr 
(GBL). 

At its core, GBI , is simply another career 
track, like the Wolf and Falcon tracks in 
the original MW2. Wliile the Ghost Bears 
are a Icsscr-knovvn Clan, and did not fare 
well in the first invasion of the Inner 
Sphere, thev are still dangerous and 
dream of gaining ascendancy in the after- 
math of the FalconAVolf Whr. 
Unfortunately, right before the Bears can 
launch their new offensive for control of 
the Clans, someone manages to steal the 
Bear Clan’s precious genetic heritage 
material. 

'flic theft leaves the future of the entire 
Ghost Bear Gian in jeoj^ardy. You under- 
take a scries of missions to track down the 
thieves— first thought to be Mouse 
Kurita— but you soon realize things arc 
not as they seem. 

Ghost Bear’s plot is actually a good 
one, and wliilc it sometimes devolves into 
“Button, Button, who’s got the Button?” 
the idea of searching as w ell as dcstroving 
has been im])lemented nicely Players 
used to blasting ever\lliiiig in sight and 
a.sking questions later will find themselves 
in trouble here. Another nice touch is that 
the plaj'cr is usually on small-unit, deep 
penetration missions, without the full 
logistical might of the Clans behind them. 


lliis means that players often 
must keep one Mech design for 
.several missions until they 
return to the main base. 



WHERE'S THE BEEF? 

So, how' much cool stuff is 
there? I’lenh: I'irst off, there are 
14 new Mech designs to master. Also new 
are an arrav' of weai>ons from the universe 
of the Battletech boardgamc that weie 
missing in iNBW, including such useful 
items as Aiiti-Missilc guns and I nfen lo 
SRjM l^icks. More novelties arc an 
increused array of opposing vehicles 
like SiUM-Carriers and the Schrek 
assault tank. 

Plavcrs will find themselves in such 
exrjtic locales as underwater and in the 
outer hull of a jumpship. 'lliere is even an 
attempt to add a kind of forest terrain, 
although it looks more like you’re fighting 
between tall, skinnv columns than trees. 

If there is a flaw in GBL, it is a techni- 
cal one. Suqmsingly, the game doesn't 
meld and upgrade j'our old version of 
iVfW^. Other than checking to see if you 
own the original disk, it stav-s a separate 
game. And while some of MW^’s idio.s\n- 
crasics have been corrected, it .seems a bit 
mshed at times and lacks the ])oli.shed feel 
of the original. Underwater combat and 
strafing attacks are great ideas, but neither 
has been idcall)’ implemented. Other 
than the blue environment and certain 
w'capon peculiarities, there Lsn’t much 
.sense of being luider water. And fighters 
glide slowiy through the air, moving more 
like iiover tanks than veiiiclcs constrained 
by the laws of physics. 


WATER SPORT Players of the Expansion Pack will 
fight with new mechs, new weapons, and in new 
environments, such as underwater 


Other than this technical nil-picking, 
my only other concern Is one of length. 
’Hie game contains the same combat sim- 
ulator/instant action as the original, but 
I’m afraid rabid MechWarriors w ill 
c-xhaiist the single career track rather 
ciuickly 'fliosc hoping for a scenario- 
builder or the much-promised netw ork 
packige will have tcj keep waiting. 

'lliis being said, Gi lObT BI'Ar’s 
Li'.G-\CY is still a damn good c.xi)an,sion 
package, one that actually flevsbes out the 
Battletech univ'crse for computer gamers, 
rather than just delivering “more of the 
.same.” ' Hie Bear’s bellowing roar is w'orthy 
to take its place with the Falcon’s angry' 
erv’and the Wolf’s noble howi.% 


^APPEAL: Gung-ho MechWarriors 
eager to volunteer for a dangerous 
assignment— you know who you are. 


^PROS: A good story, 14 new Mech 
designs, new weapons from the 
Battletech universe, and new environ- 
ments. 


^CONS: Combat physics in the new 
environments don’t seem entirely 
realistic. The new 
career track prob- 
ably won’t pose a I ,k 

long-term chal- I 

lenge to experi- I 

enced players. | 








'1 hnp://www.holobyte.com 

VUH v ouf local ratallar or caUSH.hour^ l-SOO-SSS-GAME (U. 


ZISPGur^ 


Available on PC CD-ROM; 




P lay with thousands of gamers on the 
Information Super Highway and lose 
yourself in the graphic adventures 
and traditional games offered on the 
Multi-Player Games Network. 

MPG-NET gives you something you jus 
can't find on a floppy disk. . .another 
human mind. Whether you like fantasy 
role-piaying, 3D action, war simulation or 
card games, MPG-NET offers games 
24 hours a day, seven days a week witi 
players from all over the globe. 


PUY Games 




ACCESS 
THROUGH 
INTERNET 
FOR ONLY 


per hour 


Operation Maflcet Garden 


Kingdom of Draklcar 


Empire Builder 


MPG'Net Lobby 






Now. MPG-NET goes all graphic! 

No more text menus. No headaches 
trying to log on. It’s never been 
easier to be on-linel 

Here's what else you'll find: 

• Electronic Bulletin Boards filled 
with the latest adventure reports and 
discussions by gamers from all over 
the world! 


• Download files from our database 
and read the latest In gaming news, 
updates and stories from other 
members. It's as easy as visiting 
your hometown library! 

• The Persona Creation Room-lets you 
generate a face to match your on-line 
personality! 

• Conference Rooms-have real-time 


• More games than you've ever seen 
hefore! 

MPG-NET can be accessed with a iocal 
phone call from over 600 cities in the 
USA and 40 nations worldwide. All you 
need is a modem, a phone line and a 
computer to join the fun! Call our 800 
number from 9am to 8pm Eastern time 
on weekdays to receive our free starter kit. 





conversations with people all over the 
world and see more than just their 
words, you'll get a chance to see what 
they look like! 


MPG-NET-twenty four hours a day, 
seven days a week, bringing you games 
that will take you out ot this world! 

Call now: 1-800-GET-GAME. 


• Electronic Mall-send and receive 
messages with all your friends and 
plan when to meet and play your 
favorite game! . - ■ 


MPG-Net News 


Conference Room 


/. 
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They Came. 



They Saw. 



They Kicked Some Butt. 



THE 


OF 


COMING 

SOON 

FROM 


Rise Rule 
Ancient Empires 


For more information cail 1-800-757-7707 or visit our website at http;//www,sierra.com 



SIERRA' 


mm 


Circle Reader Service if 153 


© 1995 Sierra On-Line, Inc., Bellevue, WA. All Rights Reserved. IBM PC screenshots may ' 



ALLEN EHRICH* STRATEGY/WARGAMES 



llliough 
tliere is 
much to be 
suid iiboiil 
militan' 

| nianeu\’cr,s, 
the most 
difficult, 
iinariiibly. 
e tliosc 

executed on (he battlefield. From ancient 
to modem times, battles commenced 
when two forces would line up in opposi- 
tion, each seeking to defeat the other. 
Since the shortest distance beb\ een two 
points remains a straight line, the natural 


by Alan Emrich 


executed 
flank 
maneuver 
could just 
turn the 
enemy's line 


tendency vs-as for each amiy to 
into a full, frontal assault, thus spawning 
the standard battlefield nraneuvers of the 
“charge” and its antithesis; “sfand,”'lbesc 
unimaginative plojs have lead to many 
bloody, and often inconclusive, battles. 

Before the trench lines of \VW 1 
cx-tended across entire fronts, annies were 
dcploj’cd along roughly parallel lines, 
each witli a center and two flanks (left 
and right). Superior commanders would 
trs’ to anchor their flanks along difficult 
tenain (rivers, w'oods, etc.), but few natur- 
al barriers are impassable to armies, 'flius, 
the flanks of a force are often cxjxi.sed to 
potential enemy maneuvers. 


STRENGTH VERSUS WEAKNESS 

It wasn’t long before wise field com- 
manders added an attack upon the 
enemy’s Oanks to their book of battlefield 
maneuvers. \Viien succcssfull)- executed, 
this maneuver often pros'cd decisive. 
\Vliy? 'llie cold logic is revealing; the goal 
is to direct your strongest attack capabilih' 
against the enem\’’s weakest position least 
able to counterattack— the classic con- 


The Wii 
Of War 

Mastefy Of Flank Attacks Is The 
Most Decisive Route To Victory 


► HPS Simulations has developed 
three campaign disks for Panthers 
IN THE Shadows. They include: Into 
THE Cauldron {4th County of 
London Yeomanry in North Africa, 
1941/1942), Race Across France 
(1st SS Panzer, from Operation 
Goodwood to the Fafaise Gap, 
1944), and Thunderbolt! (The 
37th Tank Battalion during the 
Arracourt tank battles). 

I Players will love the carpet 
I bombing feature! 

!► Interplay Productions is rumored 
I to have scored the rights to do 
I the PC version of Milton Bradley’s 
\ Axis & Allies. 

!► Grolier is planning to enter the 
[strategy games market. Partnering 
[with new player Hyperbolic (not to 


be confused with Greg Roach’s 
Hyperbole Studios), the company 
is planning to release Bahle of the 
Ironclads (naval action during the 
War Between The States) and 
Battleships of Stone (where the 
player works with the king's archi- 
tect in order to build the most 
efficient castle). 

► I’ve discovered two great new 
scenarios. The firet comes from 
Nicholas Bell 172162.1667® 
compuserve.coml with a file name 
of BARANOV.ZIP. Here you have a 
Tigers on the Prowl scenario 
where the beleaguered 3rd Panzer 
Division counterattacks lead ele- 
ments of the Soviet 1st Guard 
Tank Army on August 16th, 1944. 
Two full-strength Panzer V compa- 


nies with supporting arms attack 
Russians of unknown strength 
holding a town and bridges. 

► The other don’t miss scenario 
(TOLKIEN. 

SeZ) comes courtesy of Steve 
Strayer (75233.565@com- 
puserve.com). it’s a well- 
researched War of the Ring 
scenario for Warlords II Deluxe. 
The map and armies seem 
very true to the spirit of Middle 
Earth, and there is also good 
play balance. 

► Norm Koger has released his 
unofficial version 1.30 update 
for his Wargame Construction Set 
II: Tanks! game. New database 
and database compiler files 

are included. 


and also 


turn history 
on its 


side! PIP 
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STRATEGY/WARGAMES 


ALAN ENRICH 



CROSSING YOUR fS Attacking your enemy at a 90 
degree angle brings your full strength to bear upon 
them, while exposing you to a minimum of enemy 
counterattacks. 


ccpl of applying strciiglli to tlie ciiL'iuys 
weaknc-s-s. In naval tcniis {once cannons 


“crossing the where 
your line of ships can fire 
their broadsides against 
the first (or last) few ships 
in the enemy’s line 
because their ability to 
shoot back is severely 
limited. In other words, 
when encountering an 
enemy line of troops or 
.ships, attacking it from a 
91) degree angle aliow.s 
you to put the maxinuim 
attack on the enemy's 
position while being 
exposed to only minimal 
return damage. 

FLANK STAKES 



flanks, armies have learned to keej) their 
nio.st mobile forces on their wings (flanks) 
or in a rcsen’C just behind the center of 



N apoleon, at the battle of Borodino, and 
Lee. at Gettysburg, faced similar situa- 
tions, After two days of bloody, head-on, 
inconclusive fighting in enemy territory, a 
third day dawned that required a new stratagem to 
win the day and 
the battle. At both 
battles, brilliant 
supporting com- 
manders (Marshal 
Davout at 
Borodino and 
General Longstreet 
at Gettysburg) 
suggested the tac- 
tic of turning the 
enemy’s right 
flank. Of course, 
history also 
reports that their 
advice was 


ignored in both cases, with another day of direct, 
bloody, head-on assaults resulting. Both Napoleon’s 
and Lee’s armies suffered heavily, with the French 
outlasting the Russians and advancing wearily on to 
Moscow, while Lee retreated back to Virginia with 
his exhausted troops. 

The surprising thing is that both of these com- 
manders seemed to be “off their game" at these 
battles. Napoleon’s flanking maneuvers at Jena, 
Friedland, and Wagram show proof that he knew 
better. Likewise, Lee’s brilliant flank attack at 
Chancellorsvilie just a few short weeks before 
Gettysburg showed what the “Gray Fox" was truly 
capable of. 

The wonderful thing about wargames is that we 
can journey back to Borodino or Gettysburg and do 
what Napolean and Lee never did. For our part, as 
gamers, we can play these situations out and heed 
the advice of Davout or Longstreet. A well-executed 
flank maneuver could just turn the enemy’s line and 
also turn history on its side! 



their line. Wliile on (lie wings, nK)l)ile 
forces (be (lieyCc)v;ilr>',cii;iriols. liglit 
infimtr\',orwliat luive yon) can qiiiekiy 
advance or fall back from llieir positions, 
allowing them to either tlirealen the 
enemy’s flanks or to fall back from jxitcn- 
tial danger. 'Ifoops in flic central re.serve 
are jjlaccd tliere to eitlier initiate or rein- 
force an attack on tiie enemy's flank, to 
defend their own lines flanks, to quickly 
])liig liolcs in tlieir own line, or e.xploit a 
l)reakfiiR)iigh in llie enemy’s line witli 
tliesc fresli troojDS. 

'Hie danger to an aniiy is ver)' real 
w'hcn llie enemy iias manenveied past its 
flanks, lliat exposes ilie rear of llie army, 
including its lines of supply and eommu- 
nicatioi), not to meniion tiic soldiers’ ver)' 
backs. So the next lime you're lined up 
square against Ibc enemy on a sinuilatcd 
field of battle, look to llie flanks fora point 
of decision on the ballleficld. It could be 
die best tuni voiir forces ever makc.S 



Heroes of Might and Magic: Short of 
finding an artifact, you can increase 
your hero's movement rate by simply 
exchanging all his troops for only fast 
units. Your hero moves only as fast as 
the slowest unit in his band. Thus, if 
your hero has a paladin, a few horse- 


men, and some ogres, then he only 
moves at the ogres' slow pace. Get rid 
of the ogres, and the yellow movement 
bar by your hero's portrait will jump to 
full the next turn and stay there until 
you saddle him with some slower 
troops. 

Steel Panthers; To set up an infantry 
trap against armor set your range to 1 
since close combat occurs at 1 hex dis- 


tance, not 0. Zero range is useless 
unless you want your snipers to stay 
unspotted in a tree hex. Use engineers 
against tanks that come into range 
because they can blow off almost any 
tanks with flamethrowers and satchel 
charges. Use your infantry in reverse 
slope condition in order to avoid enemy 
concentration of fire once they are 
detected. 



^maha sounds 
best, whether 
you play here...; 




Oil stage or on Cl), Yamaha instruments set llie standard for the best 
sound quality. Now the Yamalia WavcForee^" DB50\G puts all that 
sounrl on a daughlei' board that snaps right on to 
your existing WaveBlastcr^’'' eonneelor-e(|uipped 
soundeanl. It iloesn’l require any new software oi 
messing with switches. The DHuOXG instantly 
and dramatically improves the sound of your 
games, music and nuillimedia iircsenlations. 

The Dlh^OXG uses exclusive Yamaha Ailvar 
Memoty (AWiVr'') technology so you’re hearing ac^lual sounds 
digitally sloicd onto TMR of wave-ROM (that’s four times tin* 
amount most other cards use). More wave-HOM means more variety 
and better sound c|ualily. And these sounds are identical to the ones 
Yamaha puts in our highly acclaimed professional keyboards; the 
best sounds in the industiy. 

GENERAL h’s not jiist the sounds, but tlie siqierior control of 

miDi them that sets the l)IJ.")0XG apart. The new XG foniiat 
J f^ii'iti'ol fai- beyond General MIDI (GM). Ami with 

I major gaim^ developers iiujilementing XG, you won’t 
want to be stuck willi a card that doesn’t keep up with the times. 

The DH.'SOXG w'ill play all of your favorite GM compatible 
soltware. And with its su[)erior sounds, it will plav them better 
than you’ve ever heard before. 

It’s amazing what a sinqile upgrade can do. The Yamaha 
Waveforce DH.oOXG sounds so good, you 
n(‘efl to check your (d)-KOM drive to 
make sure you’re not [ilaying an audio 
CD. But first you’ll have to check with 
your favorite computer reseller. 

YAMAHA 

1 1(1111 C<)m[)iilm Should Sound 

liijopGii!^ IMCAS 

To receive product literature, call (800) 823-641*1 Ext. 103. <£ 1996 Yamaha Corporation of America, 
Computer Related Products, 6600 Orangethorpe Avenue, Buena Park, CA 90620. All rights reserved. 
Yamaha, WaveForce, AWM and the Yamaha logo are trademarks of Yamaha Corporation of America. 
WaveBlaster is a trademark of Creative Labs. 
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REVIEW • ADVANCED CIVILIZATION 


^ Civilization 
Enters The 
Compnter Age 

Avalon Hill Converts Its Popular Board Game 
And Lets Rulers Build A Different Kind Of Empire 


by Bob Proctor 



Price: S59.95 
System Requirements: 
IBM compatible 486 or 
better, 8 MB RAM, 
SVGA graphics, 4,2 MB 
hard drive space, 2x 
CD-ROM drive, mouse; 
supports most major 
sound cards 
tf of Players: 1 to 8, 
same computer or e- 
mait 

Protection: None (CD 
must be in drive) 
Designer: Jim Synoski 
Publisher: The Avalon 
Hill Game Co. 
Baltimore, MD 
(800) 999-3222 
(410) 254-9200 
Reader Service 346 


A t long last, the computer 
version of Al)\'ANCI'',n 
Civil, I/ATION has arrived. 
No. it Isn’t tiuil 
ClVIl.l/AllON; its a rendi- 
tion of the popular and ven- 
erable stralcg}’ board game, 
Wdiile the basic themes are 
similar, Aia'ANCIU-) 

Civil ,l/AnC)N. from Aralon 
I lill, has a \ erv different feel from Sid 
Meier’s classic, 'Ibere is no exploration, as 
it ii-ses the same map ever)' game. Instead 
of dog-eat-dog warfare with neighboring 
empires, you are encouraged lo build your 
civilization tbrough trade. And instead of 
gaining new military technolog)', empires 
strive lo acquire Arts, Crafts and Sciences 
that help socieh'siinnount man-made 
and natural calamities. 


CIRCA 8000 B.C. 

lAicli player begins as the ruler of an 
ancient empire bordering ibe 
Medilerranean Sea. lAicb turn, your pop- 
ulalion grows, allow ing vou lo build cities, 
w'bich in turn garner you riches. Vou 
cxehangc these riches for the'lbols of 
Ch ilizution. starting with cheaper ones 
like Hhler)', Music and Astronom)’, and 
moving on to more expensive ones like 
Medicine, Engineering or I .iteruey. Apart 
from being nece.ssai)' to win, each Tool 
confers .some advantage or abilil)'; Pottery 
helps fight Famine, while Asliononn- 



allow s ships to cross open oceans. 

Goods liavc values from one to nine 
and are arranged in stacks according to 
value, .somcw'iiat like cards. If you have 
onl)' one cil)', V'ou get one good from the 
One stack. If you have three citie,s, you get 
one good from the One stack, one from 
thc'Iwo stack, and one from the'niree 
stack; )'oir arc not only getting more cards, 
vou ’re gelling higher value cards. In order 
to get a good fnnn the Nine stack, you 
must have nine cities on the board —the 
mrixinutm allowable in the game. 

The value of goods can be further 
increit.sed by collecting sets of a single 
good. Since )'OU can never draw tw'O of 
the same good on any turn, the quickest 


way to get more is to trade with other 
]3la)'ers. Goods arc tniclcd in books of 
three, and )'ou must state honestly w'hat 
two of them are. Tire third ma)’ be some 
Good of lesser value (promise them 
Cloth but give them ITidcs), or it maybe a 
calamit)’ that you had the misfortune to 
draw. Calamities, unfortunately, hide in 
the same stacks as the goods, w-aiting to be 
drawn bv unsuspecting pia)'ers. Most of 
the calamities, though, can be traded, and 
this adds an clement of risk to the other- 
wise beneficial trading process. 

CALAMITIES 'R' US 

Awone w'ho thought the disasters w'ere 
the best part of SlM Cril’ will love 


.ilk. 


CC 
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The Reel Strategy Game ofMonsu. pnujer P UPalth 



© Capitalism... "is good enough to make a 
convert out of Karl Marx himself." 
Editor's Choice Ruuard 
- PC Gamer 


® "... the ultimate business sim... 
t/ 1/3 out of 5 stars 
- CD-ROM Today 


© "Capitalism... succeeds in 
generating the excitement... 
and is fun to play." 

- Strategy Plus 


Capitalism Is the ultimate 
business sIm - combining all 
the excitement and Intrigue 
of building a fast paced 
International business. If you 
like real-time strategy games, 
you'll love the constantly 
changing, dynamic challenges 
of CRPITRLI5M... THE RERL 
5TRRTEBY ERME OF MONEY, 
POWER RND WERLTH. 


developed by 


Checkout the CAPITALISM DEMO 


FTPrWwww.Enlight.com 
On CompuServe, GO GAMBPUB (Library 17) 
For more information call (919) 461-0722 
INTERACTIVE MAGIC PO Box 13491 Research Triangle Park, NC 27709 



INTEM^ 

MAGICia 
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STRATEGY/WARGAMES 


REVIEW • ADVANCED CIVILIZATION 


/\n\:\N(:r:D Cl\; 'IIictc ;irc 12 diffcrcnl 
Cciliiniitics, which ;irc resolved during the 
tiini lhe\ are dr.iwii and go back into the 
stacks, thus circulating rapid!)' and simic- 
\vliat pvedictabl)'. I here arc none in the 
One stack, so you don’t have to worr)' 
about theni until second cities are iruill. 
I'Voiu then on. expect several per tunr. 
Ihey all reduce )'our population and cities 
in some manner. Some, like Civil War, 



[ SIXTEEN STEPS TO ViaORY To win the game, you must 
advance your empire the full 16 steps along the 
Archaeological Succession Table, which tracks your 
progress through different ages. 


tear off pieces of your empire and award 
them to the player w ho is furlhe.si behind 
in development. Others, like Barbarian 
I lordes, may affect more than one pla\’cr 
depending oir where the)' occur. 


, BlgltQlvs.llo(iril6oiii{l1ttlioiil(s 


T here are very few differences in rules and mechanics 
between the computer and board games. The biggest 
differences are in the trading phase: you always trade 
exactly three goods instead of three or more. This is 
not a big change, but it does rule out the kind of trades where a 
large set of a low-value good is traded for one or two higher 
value goods. The other difference is that trading is conducted in 
orderly rounds instead of in the chaotic shouting matches of 
face-to-face play. The number of trading rounds is variable and is 
set before the game begins; the default is two. Playing with only 
two rounds puts pressure on all players to get offers on the table 
or miss out, but at least the whole affair is more civilized. 

Bigger differences occur when playing by e-mail (PBEM). In 
this mode, all players must be human, so you are limited to the 
number of partners you can find. One of the players controls the 
game; files must be sent and received from each player. To 
reduce the number of exchanges, movement is conducted by all 
players simultaneously, which changes the feel of the game quite 
a bit, 1 did have considerable trouble with the game crashing in 
PBEM mode. If PBEM is important to you, i suggest you consult 
more recent information to see if this is a general problem or 
unique to me. 



Tlic ulliniatcobjecl of 
the giiinc is to advance 
your token across the 
.Archaeological 
Succession Table (AST ), 

TlieASTTias Ib.spaces 
from beginning to end, so 
the game can never be 
shorter Ilian 16 turns. 

Players do not necessarily 
get to advance their 
token even' (uni, how ev- 
er; as there arc five '‘/\gcs’' 
and each age has certain 
requirements that mirst be met before it 
can be entered. The ('.arly Bronze .'\ge. for 
e.\aniple, requires that a ])la\er have two 
citie,s; the Lite Bronze /\gc requires three 
cities and Thols from throe groups. 

THE CRAFT OF GAME DESIGN 

One interesting aspect of ADVANCI';n 
ClMt-lXA'IKlN is the u.se of tokens to repre- 
.sent both people and inonc)'. Bvcix’ player 
has the same number of tokens, ke])l in 
one of three places: on (he map, where 
thev represent your rural population; in 
the Tfcasiir)', where they represent 
“monc)'" nr "in .stock" awaiting use. 
Managing these tokens and moving them 
from [)lacc to place is vital for succass in 
the game. Population ex])an.sioii moves 
tokens from stock to the nia]), while forces 
detrimental to population move them 
from ihe map back into stock. Collecting 
taxes from your cities moves tokens from 
stock to Tfeasurw There, they can be used 
lo purchase ships orT()ols, moving Ihcni 
back into slock. Notice that the two things 
voii iinist do, population growth and taxes, 
move lokens out of slock. Not having 
enough lokens in slock when (hc.se phas- 
es come around is a major problem; 
either you lose cities through Tax Revolt 
by not being able to pay taxes or s ou end 
up lacking the necessaiy' lokens to expand 
or rebuild vour cities. 

'lim can p!a\' Ai:)\;-\N(:i’:i5 Cl\’with up to 
seven other plavers by bol-seating. but this 
mode gels clumsy rather c|uickl)'. As a soli- 
taire game, it has good Al, but the coni- 
pulcr pla\s too consi.stcnlK'; it ascs a set 
opening for each empire, no matter 
which (lifficiilU’ von .select. The difference 


between levels becomes more apparent 
late in the game during trading and pur- 
chasing Tools. An ex-jierienced player will 
have little trouble w'iiining al the easy 
level becairsc the conipi iter will not buv 
Tools wLsclv. At the highest level, however, 
the computer players are much better and 
keep things interesting by empkning a 
variety ol strategies. 

THE DAWN OF A NEW CIVILIZATION 

This is another greal slralegv'game 
from Avalon I lill. If llic'‘iTav By K-Mail" 
option proves robust enough (see the side- 
barfor more on this subject), I think you’ll 
sec many games being played on the on- 
line sen ices. In ibis miicle. ihe possiliilih' 
of sending e-mail lo other plavers re-intro- 
duccs some of the interaction that was 
the heart of the original board game. 
Played solitaire, though. Aonanckd 
civil. I/.M ION is a good translation of the 
original board game, and .should provide 
ver\' cerebral, very complex gamcplav' 
for those who want to build civilizations 
rather than fight thcui.S 


^APPEAL: This game is perfect for 
those who play the board game, or for 
those who don’t mind long, involving 
strategy play. 

^PROS: Advanced Civ is very faithful to 
the board game, has competent Al, and 
puts refreshing emphasis on building a 
cultured, literate, and advanced civi- 
lization. 

►CONS: Lack of 
network or modem 
play and buggy e- 
mail play hinder 
this otheiwise 
good title. 
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MURDER, SEX AND SUSPENSE 


...In The Most Exhilarating Race To The Top Of The Corporate Ladder. 




* The next step up in voice-operated, interactive CD-ROM 
' Simulated, real-time interactivity with live actors 

• Stunning 3D virtual environments, graphics & animation 

* Actual interactive games within the game itself! 

• Challenging and intriguing story scenario 


a true 32 bit game 

fbrWindows*" 


Ws(6/l 


Available at fine computer stores everywhere! 
For more information about Microforum and our products 
call 1-800-465.CDCD(2323) Tel:(41 6)656-6406 
INTERNET ADDRESS: http: //www.microforum.com 

Email: moil@microforum.com 


MASTERS OF THE NEW ART 


VIRIUAL 

C0BfWvTBM 


Microforum’s Virtual Corporation, the first totally voice-controlled 
(keyboard optional) CD-ROM game for Windows’ '95, takes you 
into a cold-blooded world where only the strong survive. 


Virtual Corporation transports you into the-not-too distant future 
where you are given the opportunity of becoming President of 
Pogodyne Systems, the most powerful Internet corporation in 
the world. Starting on the lowest rung of the corporate ladder, 
you begin an exhilarating race to the top of the corporation 
where you will experience it all. 
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The Road To 
Camelot 

Ascend England’s Throne In A Game 
of Conquest, Quests and Romance 


by Peter Olafson 



Price: S54.95 
System Requirements; 
IBM compatible 486-33 
or better, 8 MB RAM. 
SVGA graphics, 2x CD- 
ROM drive, 12 MB hard 
drive space, mouse; 
supports Sound Blaster 
compatible sound cards 
H of Players: 1 
Protection: None (CD 
must be in drive) 
Designer: So{t\ware 
Sorcery 
Publisher: Sierra 
Bellevue, WA 
(800) 757-7707 
Reader Service d: 247 


►yield or die, knave One of Conqueror’s best features is 
I its castle raiding sequences, which are in the first-person 
I Doom vein. 


it’s fairly cas\'. Ciick on a dcsklop volume 


efender of ilic Crown has a 
diihiniislionorin tlic 
medieval w argaming 
indusfiy.'llioiigli pretiy, 
lliis 1986Cinemaware 
game st|uandcred its 
resources on a range of pif- 
fling sub-games, and 
insfantiv triggered a inini- 
industrv of I’retenders to 
ihcCniwn. CoNQUitiiDie A.H. 1U86, 
from Sierra, i.s lire most recent pretender, 
Init it is actually an above-aserage entiy 
that prcscr\’e,s the graphic highs of 
Defender, while filling in thegameplay 
the original sorely lacked, 

'lire graphics in CONQUiatOlt, mostly 
SVGA, are almost alwa) s 
cvc-calching. and the 
music, espceially those 
[iortions [)la\'cd from CD, 
is often poignant. 'lliere's 
also a good castle-raiding 
sei|ucnce, decent field 
battles, a joust, castle and 
\illage-biiilding, farming 
and forest management 
and plenh’ of talking w ith 
rough characters, breathy 
cluirciimen and ladies 
sweet and strange. It’s not 
the ultimate airswer to 
Dl'iPKNni'.R— some ele- 
ments still need fine-tun- 
ing— but it is entertaining. 

before llie game begins, you generate 
vour character b\- rolling up a set of 
AlXVD-st\ le stats and then enhancing (or 
degrading) them with responses to a half- 
dozen, Ultima Vl-st>'lc Q-and-A scenarios 


set in your character’s 
childhood. You can also 
collect cash and items for 
use later in the game dur- 
ing this lime. 

KISSING HIS HIGHNESS' HEINY 

You starl out in March 1086 as a young 
lord assigned to a piddling castle, 'llie 
immediate task is simple survival, wliich 
iiwoKcs slowly building j our ixipulalion, 
economy, amiics and castle, wliile 
addrc.ssing the occasional modest request 
from jour king, Ultimatelj; you’ll cither 
ha\ e to lake the king's jilace bj' force, or 
become his champion by dispatching a 
great dragon. 


Much of jour lime w ill be spent in 
your home office, building your fief by 
suppKing the village with industries and 
houses, your forest with timber cutters 
and mines, jour farms with emps and live- 
stock and the castle with wings and walls. 


to summon the appropriate sulwnap, pick 
an item from the accompanying list and 
then plunk dow'u its icon on the map. 

Oddly enough, what you build has no 
bearing on tire main map, an isometric 
affair used for travel. It shows all castles in 
England and displays generic s’illages near 
each keep, regardless of what is actually 
being built. Depending on the village, it 
may include an inn, church, blacksmith 
and monev-lender, and you can drop bj' 
and conduct digitiz.ed convcrsalions. 

At ihe inn, you’ll get some tips and 
some hard looks. 'Ihe prie.st w'ill almost 
choke on his gratitude for a donatioii. 'Ihe 
blacksmitiis buj’ and sell a wide range of 
w'ea|>ons and armor, and the money- 
lender docs what you’d expect, at 50 per- 
cent interest. 

If your village doesn’t have all these 
functions, the next one down the road just 
might. 'Iravel is both a pleasure and a bur- 
den. 'Ihere’s jilenty to see in 
CONQUKRCJlc'Ihe map accurately repre- 
senls llth-centnrj- England, right down to 
Slonehenge, and in j'our joumejs jou’ll 
spot locusts, rain .squalls, visitations from 
the dragon, and seasonal transformations. 

'ihe problem comes when you need to 
get somewhere in a iuiny. A tournament 
is held each month somewhere in the 
countrs' and jou’rc expected to reach it on 
vonr own inilialis e. Ihe only way to 
aehie\’c good speed w hile moving ero.ss- 
counliy is to slick to the roads and clear 
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TDjToiigiil; down 

liep-t a pack. o±- B-sr^nas 

alZ be±'ore Jitmch.!'* 

' -y-T-- y-,rrr-i. •— .-'ja* -••' ■--•'■ •■ — -t- 


You are "the King of Beasts," in this incredible 
wildlife simulation. Experience the thrill of the hunt! Sniff out 
prey. Attack the stray buffalo. Pounce on gazelles. Feast on zebras. 

Life is good when you're King... or is it? Poachers and predators 
abound. Food and water are scarce. It’s 'Survival of the Fittest’ in 
the brutal wilderness of the African Serengeti. 

Rule the savage plains. Play 20 different lions, each with a 
distinct personality, talent and kill rating. Complete 20 mission-based 
scenarios which contain exciting, realistic, and deadly challenges. Play 
as a single nomad or control a pride of 5 lions as you go for the kill. 
Radar-style maps locate II varieties of prey. Take a mate and raise 
your cubs into the fiercest pride on the savanna. 

Hone your killer instincts. Master the skills of survival. 
Choose from 5 difficulty levels in the free-form simulation, then domi- 
nate the vast terrain. Fast, fluid 3-D graphics and dynamic sounds cre- 
ate the ultimate simulation. Experience the ferocious power of Lion 
today! Where else can you be rewarded for your animal behavior? 


Available for PC 
DOS/Windows or 
Macintosh CD-ROM 


Visit us on-line 8> http://www.sanctuary.com and 
find out how you can get a demo of LION. 




The Predator Series 

you eau t-eatty sink yout. teeth into. 


SANCTUARY 

WOODS’ 
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land. I-lowc\'cr, lliis being 1086, the roads 
aren’t exactly higliwav’s and rarely point to 
wlicTc you’re beaded. It's tiresome to have 
to mcticulonsiy plol your character’s 
movement, and it’s entirely possible to 
spend months on the road, bumping into 
impassable bodies of water, .sv\ itching 
from one destination to anoliicr, in search 
of a lournament that ha.sn’t closed up 
shop yet. It’s a shame the Af wasn’t 
designed to lake the best route, via the 
roads, to any given destination. 

’lire tournament joust itself Is handled 
as well as can be expected. In Defe.xjdkii, 
there wasn't much to do in jousls except 
show up and lo.se. In CONQUKROR, you at 
least know vou’re trying to hit your oppo- 
nent’s shield. And even if you don’t joust, 
you can still fight other knights for money 
in a 3-D melee and chat with the ladies in 
the grandstand. Much like tlie inn 
sequence, these interludes have a decided 



t YE OLDE INN Every castle has a village, where you can get 
advice on running your fief as well as clues on how to defeat 
brigands and the dragon. 

ehann. and the women have distinct per- 
sonalities— a real achievemenl when you 
consider all you’re getting is a static graph- 
ic and a voice. 

Llventnall)', you’ll reaeli an acceptable 
level ot financial stability and security' at 
home, and you’ll want to broaden yonr 
horizons ... in the military' sense. 


AT PLAY IN THE SOCCER FIELDS 
OF THE LORDS 

I ’here are three types of troops in 
Coiu)ucror — knights on horseback, 
swordsmen and halberdiers— as.scmbled 
in as many as five amiies. If your anny 
meets another force in open countiy. 
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they'll fight a pitched bal- 
tlc, played out in beautiful 
SVGA modes up to 102-f x 
768, with easy-lo-Iearn 
controls. 13ut somctiiing is 
missing, kiach rectangular 
bailie site looks like the 
same w'cll-trod soccer field, 
regardless of the terrain and 
season, and its small 
dimcn,sions and cliess- 
board-likeseiups don’t 
leave much room for grand 
maneuvers. 

Once you’ve dealt with 
any outstanding annie.s, you can make a 
play for the easlle itself. At tliat point, 
you’ii jump Into a tcxlurc-map|)ed, full- 
screen 3-D segment, entering the enemy 
keep, looting its treasures and trying to 
slay its defenders. 

’^I’iiis is the game’s most ambitious and 
most .succc,ssful sub-game. 'Ihe castles 
ha\ e multiple levels, and come complete 
with dungeons, torches on the wall, 
stained glass in the chapels, and even 
bubbling cauldrons in the kitchen. You 
can also look up and down to see what’s in 
the barrels and v'asos you smash. 

Before you get loo excited, let me say' it 
is dcfiuitely not Doom. 'Hie actual fight- 
ing doesn’t offer much finesse, and the 
VGA graphics are several notches below 
those in the rest of the game. But il’sfim 
and often challenging. 

A number of your fellow' knights also 
accompany you during your raid. You can 
order them collectively to follow voii, 
attack, defend their po.siiions or retreat 
and, using the automap, single them out 
and direct them to particular locations. 

It’s a great idea. Wsh it worked belter. 
’Iliey’re .smart enough to use the meal- 
and-polatoes dinneis that are ly'ing around 
to heal lhcm.sclvcs. But you may find 
you’re spending more time looking for 
your comrades than exploring. Unless you 
issue the “k’ollow' me!” command every 
couple of steps, you’ll find them bumping 
into walls in a corner of some disfanl 
room. 

Enemy Al is wanting as w ell. You’ve 
allowed to attack opposing knights 
through w'iiidow's, and they just stand 


there like sacks of potatoes and take it. 
'ilie rather dim-w-iltcd AI isn’t unique to 
the castle razing se()ucnccs. In full-battle 
mode, combat usuallv boils dow'ii to mob 
offensiv’cs, with all troops disregarding sur- 
rounding tactics for full-frontal assaults. 


WORTH FIGHTING FOR? 

GonquI'.ROR is definitely an ambitious 
title, 'llrcre is literally sometliiug for ev'ery'- 
onc in this game, bill il .seems that w'ith so 
mans’ elemenls, none rcccis’es the proper 
attention it deserves. Ilie castle sacking is 
fun and challenging, but could use better 
graphics. Hie full battles are gorgeous but 
suffer poor AI and repetitive terrain. Even 
the tournaments, though full of persouali- 
ly and fun, have problems of their ovs'ii. 
GoN'QUhlROR isn’t the last w'ord in 
medics 'al strategy', but it’s more prince 
titan pretender. And it’s a far, far cry' from 
Defeitder of the Crosvn. % 


^APPEAL: This is a game for those 
who like DsFENOER-style strategy gam- 
ing, or those enamored with a hybrid 
game with action, role-playing and 
wargaming elements. 

>PROS: This game has tactical bat- 
tles, a little romance and role-playing, 
first-person Doom-ltke castle raids, 
empire building and some good graph- 
ics and sound. 

^CONS: All the disparate elements 
are poorly executed. The castle raids 
and wargaming 
lack good Al, the 
graphics are some- 
times inconsistent, 
and gameplay can 
be slow and repeti- 
tiva 
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As Governor, You 
Must Rule With A 
Strong Hand 
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PrERMTE To M RlMIANCEDf 
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» t's the Second Han Dynasty 
and China is on the verge of 
collapse. Infighting among the 
court families and the 
emergence of powerful 
warlords dominates the 
landscape. The struggle for 
power has brought an era , 
known as the Three Kingdoms, 
complete with constant warfare 
among China's most courageous 
and skillful heroes. 


♦ Discuss war strategy with up to 
558 diffecent officers, including 

108 inspired by the player's ^ 
imagination 

♦ Defeat enemies using powerful 
uew weapons including 
automatic Bring crossbows, battering 
rams & catapults 

♦ Play one ol 38 exciting rulers, eight 
ol whom you can create yourself 

♦ Set enemy units, ships or cities 
ablaze using a variety of 

, PIKE commands 

^ ♦ Full motion video 


Engage Your Opponent 

IN A duel to the death 


all of K 1 T’ ™ : 


Available now or coming soon to: 


events & commands 
(not available for Super NES & 
IBM CD) 

♦ New HELP feature gives you 
valuable command information 
without having to turn to the 
manual 

♦ One to eight player excitement 


Domestic Policy 
Can Decide A 
Cm-'s Success 


.itliJ.lillib. 


/< .i-. 

SCOA 



IBMCDROM 

Available at your favorite retailers nationwide. 

Phone 415/343-0500 for additional information 
or to order direct. c/rc/e Reader Service 1 1 


KOEi Corporation 

1350 Bayshore Hwy, Suite 540 
Burlingame, CA 94010 

Romance oHtia Three Kingdoms IV: Wall cl Fire ts a trademark olKOEl Corpdraw 
Niniendo. Niniendo Erdertamment System, and the olNoal seals are trademarks cl Nmiendoci 
Amenca. Sega and Sega Saium are trademarks ol Sega Enlorpnses. Ltd. Uioosofl, bberosott 
Windows, andlbeoHidal logos are trademarks ol Microsofl Corporation. All Rghis Reserved. 
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Price: S59.95 
System Requirements: 
IBM compatible 386 or 
better. 8 MB RAM, 
SVGA graphics. 12 MB 
hard drive space, 2x 
CD-ROM drive, 
Windows 3,x or Win 
95, mouse; supports 
Windows compatible 
sound cards 
# of Players: 1-8 (hot- 
seat only) 
Protection: None 
Designer; Kou 
Shibusawa 
Publisher; Koei 
Corporation 
Burlingame, CA 
(415) 348-0500 
Reader Service: 




Romancing 
The Throne 

Make A Bid For The Empire in 2nd Century China 

by Elliott Chin 




I n the second ccntiir\’,'\D, the 
once-glorious 1 Ian Dsnash'in 
China was being cnished under 
the weight of corruption and nat- 
ural calamities that had tlirowm 
the populace into min. I'mstratcd 
with the goveniment's indiffer- 
ence, a group of malcontents 
rebelled in an uprising dubbed 
the 'lellow '[urban Rebellion, so 
named for the \'elio\\' hcaddrc.ss its mem- 
bers wo^e.'^ 1 e^ellow'lurban Rebellion 
gained popularit)’ among Chinas 
o|)pre,ssed [jeasanti}', but was intolerable 
to the mling class of the Middle Kingdom. 
'Ihe emperor, too weak to muster any 
resistance, instead fell upon the aid of the 
warlords of China. 'Hiough the warlords 
crushed the rebellion, once they had 
.secured vicloiy; thes’ began battling 
against ihemscK cs for control of the 
throne. \Vlien the caiel despot Dong 
Zliou usuqrcd the emperor in 189 AD. 
China official!}' entered the 'lliree 
Kingdoms period, mmantici/ed in China 
as a time of great heroes, 
dastardls' s'illains, and \ ari- 
ous wariords all vying to 
create the ue.\t Chinese 
Djnast}'. Ifwasalime 
when any soldier w ith the 
means and will could 
make himself emperor of 
all China. 


IMPERIAL DESIGNS 

KocisR().\l,'\K'CKOr 
■nii'.TiiRKt. Kingdoms 
i\' {R oM'WCK IV) is a 
wargamc set in the 
Second Ccutun' in 
China, where vou 


[ THE LAY OF THE LAND The game screen now has a 
beautiful SVGA map of China, buttons for the various 
commands, as wW customizable bars that show pertinent 
information for each province. 

assume the role of one of a number of his- 
torical warlords as } ou tiy to unite the 
countiv. Since this period wirs replete w ith 
heroes. \ illaias and a multitude of war- 
lords, one of this scries’ best features is its 
historical accurdc\': all the figures from 
histoiy arc here, right down to the low lie.st 
and mo,sl treacherous of pett}' officials. 


► MONTHLY UPDATES The new City View shows all your 
tasks in progress, and also gives an update on the city 
tasks currently underway. 


'Ilic ultimate goal of 
RdMWCK IN'' is to defeat 
the enemy warlords and 
mle all the city-,statc.s of 
China. As s ou conquer 
each cit}', \'ou mirst main- 
tain its infrastructure, both 
to enhance the war 
machine and increase 
domestic productivit}'. 
l‘.lach city-state has four 
domestic qualities; fami, 
dam. gold and tcchnolog}; 
'Ilicsc categories have a 
numerical value from 0 to 
200. and the higher the 
ralue, the better the cate- 
gory' (e.g. 200 gold yields the most taxes), 
'lb increase the Ics'els of these categories, 
vou must put gold into lliesc tasks and 
assign n]D to tw o generals to work ori the 
given task. 

Tlic-se cit\' chores arc c.sscnlial. beeausc 
fanning feeds your annics, dams pres ent 
popiilatimr arid food lo.ss, gold pays for the 
upkeep of }'our empire and armies, and 
tcchnolog}' allows you to build w eapons 
of w'ai', such as battering rams, catapults, 
and various crossbo\s's. 

blxtcmal affairs in this game arc all 
geared toward military' \ictoiy, W'ltilc sou 
draft, train and outfit your annics, }'OU can 
also engage in diplomacy and plots to 
w'caken. deceive, or irndenrrinc soitr 
rivals. Ror instance, }'ou can spread go.ssijD 
in ncigltboring cities to lower the morale 
of enem}' officers and foment rebellion; 
commit arson against cncni}' granaries 
and w capons stoek|)iics, beseecli barbar- 
ian raiders to invade s our enemies on 
voiir behalf and conduct a great arras' of 
sneak}' plots before }'<)u achrally attack 
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Available From 


P.O.Box 234 Depl.1D526 Rochester, VT 05767 
Call: 800'699-4263 Fax: 802<767-3382 

Inl'l: 8D2-767-3033 Source 10526 


The Pinball Masters at 21st Century are giving you first class tickets for a globe 
spanning action-adventure, unlike anything you’ve ever experienced! Visit exotic 
locales from the rich jungles of the Amazon to the mystical Far East, Spend some 
time in Hollywood, or take a trip to London. Oh, and don’t forget to bring your passport! 

Developed By: • 20 unique table designs with multi-directional scrolling 

• Mind bending sub-games as you navigate between each country 

• Maneuver around devious traps as you solve each challenging table 

• A jam-packed CD SoundtrackI P-0. Box 41S 

• Taking Pinball simulation to a whole new level of excitement! Webster, NY 14580 

Tel: (716) 872-1200 

AVAILABLE ON PC-CDROM Fa*: (716) 872-1675 

Circle Reader Service U63 
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} our enemies, 

Quile II few new fcniiires mnke tliis 
game llte l)est RoM\Nc:i’: game )ei. ’Hie 
inclusion of a oily view, where }ou can 
\icw s’otir clonicslie chores in progress, 
makes eit}’ management more accessible, 
rather lhan a simple spreadsheet eoni- 
mand. and the addition of technologs- 
allows for some rather interesting new 
weapons. 

Another feature is that all generals now 
have special abilities, in addition to their 
standard statistics (leadership, intelli- 
gence, and ,so on). Numbering over dO, 
these special abilities for combat and poli- 
tics allow generals to .set fires in combat, 
spy, build weapons, give added archery 
proficienev, and conduct muiad other 


Three Kingdoms" is both an era in 
Chinese history and a popular 
H Chinese novel, with the novel being a 
H romanticized view of the period, with 
clear biases for and against certain characters. In the 
novel, which is fairly faithful to history, the main protago- 
nists are Liu Bei and his two blood broth- 
ers, Zhang Fei and Guan Yu. The novel 
chronicles the fracturing of the Han 
dynasty and the rise of these three, 
especially Liu Bei, who 
eventually came to rule a 
third of China as an 
emperor of one of the 
Three Kingdoms. His 
chief rival, Cao Cao, 

' the emperor of the 
Wei Kingdom, is depicted as 
a talented but ruthless and jealous war- 
lord. He is clearly the villain, while Liu 
Bei’s kingdom is depicted as the force 
for good. The Kingdom of Wu, ruled by Sun Quan, 
is neutral. 

In the end, the novel follows history, as 
both the Shu and Wu kingdoms are 
defeated, and Liu Bei dies an unfulfilled 
death. His kingdom is ruined by his 
son's excesses, and Cao Cao’s grand- 
son, Cao Rui, eventually unifies all of 
China. He is then overthrown by one of 
his own generals, who establishes the 
new Jin Dynasty, which itself only 
lasted a few decades. Though the 
tale of the Romance of the Three 
Kingdoms is a glorified chapter in Chinese histo- 
ry, it really was a tragic episode, in which a dynasty 
crumbled, and after years of fractious warfare, three king- 
doms emerged to claim China as their own, oniy to 
crumble themselves after a few war-torn years. 





la.'iks. W'liilc ever)’ general 
Ciin iiiclin cit\'C'lic)rc,s, in 
order lo conduel externa! 
affairs and foreign plol.s, 
they must have the appro- 
priate special ability’ or they 
will be unable to e.\ecutc 
the desired command. 

Combat in RoMwer; l\’ 
isn’t very different from the 
earlier Romance games. 

Wlien \ ou engage in battle, 
you can fight either in a 
castle battle, a field battle, 
ora naval battle. V)u can 
command up to five annic,s, each led by a 
commander and up to hvo lieutenanis. 
Combat, which is turn-based, irsually 
boils down to throwing \our armies 
against the enemic.s, though you have the 
flexibilih’ to employ various tac:tic.s, such 
as surrounding an enemv unit or picking it 
apart with archers. 

Tlic A1 in the game is fairly competent. 
Bv selecting \-our warlords wiseh', \ ou can 
ha\’e an easier go at the game, but 
because there are so niany riv'als and so 
many lands to conquer, this game is defi- 
nite!)' not an eas)' one to win. In combat, 
the computer opponents make intelligent 
use of .such special abilities as 
Confusion (which makes vou attack 
an ally), lure and other deadly tactics. 
In the diplomatic arena, ihe .Al is quite 
[noficient at shoring its re.sources, build- 
ing its powerbase and engaging in its 
own sneaky plots to weaken )'Our lands. 

ONE GIANT STEP FOR KOEI 

Tlie graphics in this game aie a first for 
Koei: 256-color SVC.A, and the gamcmap 
vou pla)' upon is no longer a staid map of 
Cyhina with colored .squares, hrsteaci, the 
map, which is acti lally too large to fit in 
one screen, is a large rendering of China 
that looks like a sibrant, classic Chinese 
painting. Tire gan le screen eoirsists of a 
poriion of the map, a box w ith the \ arious 
available commands, and then a mini- 
map in the corner ihat .shows Ihe entire 
countr)', with an inlaid box that de.signates 
the portion of the map vou arc currenth' 
looking at. And this time, rather than 
being dull squares, cities arc^ repre,scnted 



SARDINES AT WAR In combat, you can choose to keep 
command of your own troops or delegate command to 
the computer 


as miniature walled cities. 

' I lie rest of the gan le has only decent 
graphics, and the game .screens that come 
up during lorcign plots and combat still 
looksimple. 

ANOTHER DYNASTY 

If yon are looking foran)-tbing funda- 
mentally new' or different in this scric.s. 
you won't find it here, 'lliose who don’t 
know this series might find tlic excessive 
micro-managcmenl dannting. '^I hose wlio 
liked the prc\'ious RraM.\NCi-: titles, 
though, will discover that this is the bc.st 
Rt)M\\(.;i'; game )ct. 'Hie inclusion of 
new tcchnolog)- (and the resultant 
weapons), special abilities to generals, 
SVCA graphics and improved cil)’ man- 
agement, not to mention a veiy catchy 
.soundtrack, should be cuoiigb lo culice 
old warlords back lo ibeTlircc Kingdoms 
for another go al uniting ibe w'arring states 
of the Middle Kingdom. S 

>iU;>PEAL: Gamers who enjoy long, 
involving strategy games, and those 
who want to learn more about China's 
Middle Age history will appreciate this 
game. 

Competent Al, better-than- 
usual-Koei graphics, a good sound- 
track, accessible interface, and 
enhanced generals make this the best 
Romance game so far. 

►COMS: The 
immense level of 
micro-manage- 
ment, the dry 
gameplay, and the 
dated spreadsheet 
design isn't enough 
to win new strate- 
gy gamers. 
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MBAInABox 

Ruling /\ Corporate Empire Has Never Been More Fun 

by Martin E. Cirulis 


A few mnntlis while 

reviewing tlie disappointing 
PowKRtiOD.Si :, I was 
bemoaning ihe current 
stale of ‘'I yco()n" games, 
.spccificalK' the fact that 
most games in tliiseategor)' 
of late have been far too 
simple to be invoKiiig after 
the initial “setup " phase. 
Once your coiporation is established, you 
just sit bach and micro-manage until your 
eyes roll back and your moirse-clicking 
finger goes numb. Well, the nice thing 
about the recent explosion of 
ne\s' computer game compa- 
nies is that you don’t hav e to 
wait long for another bus to 
come by, and this latest one is 
good enough to renew my 
faith in Tycoon games. 

CAPn)\Lis\t from Interactive 
i\ lagic takes this dying little 
sui)-genre and cranks the ante 
way up with a title that is defi- 
nitely the F/\LC()N of business 
simulators. 


No cute trucks cmising around— but on 
the other hand, almost every bit of infor- 
mation you need to make imporlanl. real- 
istic business decisions is at your di.spo.sal. 

Not only is the infonnalion all there, 
but your freedom in choosing what to do 
with it is practically unlimited. WTrilc 
there are a series of fascinating .scenarios 
that give you precise goals and time limits, 
the main gist of the game is an open- 
ended goal to survive and eventually 
dominate the territory markets in all cate- 
gories, from resource markets to retail 
sales. You literally can start y our em[)irc 



YOUR PRIMER, 

MR. lACOCCA 

'file first thing you notice 
about Capi'IAI .ism is the utter 
lack of distracting frills. Tliere are no 
vvhacb' animations, no futuristic premise, 
no blowing up opponent’s factories and 
absolutely no comcdic attempts to make 
the game more appealing at the e\pcn.se 
of content. 

Toil .start off in a land of a few cities and 
seaports with a scattering of undeveloped 
natural resources and an abundance (jf 
fore.sl and farm land, mixed with a little 
mountain and desert. VVliile detailed in 
temis of land value and environment 
characteristics, this map abstracts things 
like traasporlation routes and movement. 


YOU'RE IN THE MONEY You manage a truly global economy; 
checking your imports at the local seaport is only one facet of 
your economic empire. 


from a single electronics store or begin in 
the boonies with a chicken fann. Tbis, 
combined with an abundance of vuriables 
and features, from opponent behavior to 
the prcvsencc of a stock-market, means 
business sim fans can work out corjxirate 
tactics for countle.ss hours. 

CLIMBING THE CORPORATE LADDER 

Caphai-LSM is rcallyabout product; 
how to manufacture, develop and .sell it. 
bach cih’ in the game represents a mar- 
ket, and goods arc bought and .sold in this 
market]3lacc as either finished product in 


dc[3arlmcnt stores, rvr raw materials fr)r 
factories in the suburbs. Resource sites, 
like mines or farms,are situated in the 
wilderness bctvv'een urban areas, but their 
output has to be linked to a city' outlet in 
order to be sold. Increasing your market 
share to achicv'ca po,sition of dominance 
in each city' is the ultimate victory condi- 
tion of an open game, but this is no easy 
thing. Yon not only have a number of 
countiy-vvidc cor|)urations competing 
with you, but there can be local suppliers 
vying for the market in every citv as well. 

In the pursuit of this goal one has to 
consider the quality' of the prod- 
uct, its popularity and reputation 
with con.snmers, the manufac- 
turing co-sts and how much prof- 
it you are making per unit .sold. 
You’ll also hav'c to decide 
whether to buy component 
materials from other companies 
or to try to manufacture every- 
thing needed yourself (an expen- 
sive proposition, considering a 
car requires a half-dozen com- 
ponenLs and at least two levels of 
manufacture, not to mention the 
establishment of mines and pro- 
cessing centers). And don’t worry 
about the game limiting your 
production choices— from beer 
to motorcycles, there arc dozens of prod- 
ucts to choose from. Along the way; the 
program keeps track of all the small details 
including such .subtleties as buyer recog- 
nition and employee training. 

The major operational structure in 
CaI’I'IAUSM is The ITmi. Each structure 
you build, be it oil rig or department store, 
is considered a separate fimi and is com- 
posed of functional units in an intercon- 
necting grid. To use the department store 
as an example; the first thing you do is buy 
some prime dovvntovvir real-estate, and in 
mo.st other games, you'd be done — but 
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SSI's masterful Advanced 
Simulator Series sails on! 
GNB IV: Burning Steel" is an 
enormous simulation that 
covers all European theaters 
of war from 1939-1942. 

You’ll have access to the 
Italian, French, Russian and 
British navies — all major 
European ships and aircraft 


present in World War II! 

A Random Battle Generator 
lets you create unlimited 
conflict — from small surface 
engagements to full-blown 
carrier task force battles! 

Use the powerful Scenario 
Editor to create your own 
battles or modify existing 
ones in areas tike the North 


Sea or the Mediterranean. 
For unprecedented control, 
a sophisticated customizer 
lets you alter various aspects 
of the game routines. 

An intuitive, easy to use 
interface. Super- VGA graph- 
ics and an astounding sound 
track put this simulation 
right on target! 




To order: coll 1-80II-601-IUr with 
VISAMC (Norllt Artrerico on//), 


Call1-B(IO,771-3772 [J [J 
for Game Rating I I I B 
information. ■— iw 


©1995 Strategic Simulations. Inc., A MINDSCAPE® Company. All rights reserved. 
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Here's a swildi. All RPt wbe 


you play tie uioosteis (plenty of ’em). 
Thefalt-lialreii, Hue-eyed kernes 
tty to steal your tteasnre. you manape 
tliednnpeon([|ist oitliiidpeison 
point of view) and hunt them down. 
Ihen maul them. It's even 8-playei 
netwoilable. Happy feastinp. 


YOU'RE THE MONSTER 
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Technical Advisor ^ 

William “Bad" Gruner 
commanded the 
submarine USS 
SkalB during WWII, 
and was awarded r . /* ♦'» 
the Navy Cross and the Silver Star. 
Commander Gruner provides narra- 
tion ol technical and tactical matters 
as well as personal anecdotes of his 
vast WWII experience. 


Ili^ateUiiderwater 


\ On,KG-DOS 

cdVbom 
for IBM and 
Compatibles 


kil*feature-packed 

'll World War ir'submarine simulator, i 
■n SILENT HUNTER™ is without equal. ' 

As commander of a U.S. submarine in the Pacific, , - 

your task is simple — sink as much enemy tftnnage as possible! 

Choose fi:om a variety of American submarines — and Ik the 
hunt begin! Prowl the shipping lanes. Steal into enemy harbors. 
Embark on Special Operations missions. Authentic WWII film 
footage, cinematics and narration throughout provide a historical 
feel for the submarine combat experience. 

Piay individuai missions or an entire campaign. And prepare to 
be blown away by magnificent SuperVGA graphics, an original 
sound track and action so real you’ll want a life jacket! 

W OmCH: Visit your retailer or call l-m-SOI-PUY with Visa/MC 
(North America only). ©1995 strategic simulations. Inc., a MIndscape Company. 

All rights reserved. , —— 
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CAPITALISM • REVIEW 


not liere. bcciuisc nil you have al the 
moment is an e\pensi\ c, emph' building. 
Nextyou must create the functional uniLs 
in the firm that will create a lursllc-bustlc 
store full of profit-generating merehan- 
di.se. So the first thing you do is hire a pur- 
chasing department and link it to some 
product, usually a dockside import. Once 
the shelves start to fill U]) \ ou should piir- 
cha.se a marketing unit for the product 
} ou are buying, .so that there is a staff on 
hand to take mone\' from your marks...! 
mean “customens. " If competition is a 
]3rol3leni, perhajjs it might be a good idea 
to purclia,se an advertising unit and link it 
to your troubled sales department. Tlie.se 
steps must be re[)eatcd for eiery product 
being sold in the department store. 

kvcntualK, s ou may want to manufac- 
ture )our own ])roducts instead of 
reselling other companies’ wares, ’ton can 
set up a manufacturing firm to accom- 
plish this; the purchasing units will gather 
raw materials, and then link to a manufac- 
turing unit that can bring together two or 
three raw materials into a single product, 
which a sales unit can send to waiting 
retail outleLs. /'uid, if)ou feel like things 
aren't up to lour standards yet, \'ou can 
even create Research and De\ elopment 
fimis that w ill imprene sour unit efficien- 


cies and, eventualiy, product (|ualit\; 

Luckih', before you get buried under 
the micro-management of all the separate 
firms in your growing empire, pre,sidents 
can be hired for each finn. '1 lie\- will do a 
\ er\'good job of running things wliile \’ou 
pay attention to the bigger jiicture. 

WTile you are working out all of this 


there are manv things occiiiTing around 
\ ou in real time; most of them have to do 
with s our competition. 'Iherc is a straight- 
forward stockmarkel that is used vigorous- 
ly by computer players, and a .smart 
human player will keep an eye on how 
many public shares are being gobbled up 
by the eom])elitk)n. Slock prices \’aiy real- 
isticalk and are .subject to pressure, not 
only fmm sour performance but also b\- 
how active their trading is. Rank loans and 
stock disidends round out the financial 
battlefield. 

llie most .sophisticated modeling 
occurs in the various consumer markets, 
where you must even take into account 
the effect of putting your company’s 
brand name on a product. Ifyoii have 
doubts about the quality of a new line of 
goods, it might be better to use a .sulr- 
sidiary name so \’our new, so-so radios 
don’t drag down the reputation of your 
long-established PC’s. 

Unfortunately, all this depth comes 
with a price. 

WALL OF CONFUSION 

.And that price iscomprehensibilil\-. 
C'M’riAl.I.S.M is an cxtremel)’ hard game to 
master, and that’s a shame, because it is a 
beautiful effort and the problem isn’t real- 
ly the fault of the design. 
’^Ihe real demon here is 
just the \ asf amount of 
data that the ptajer is 
expected to be able to 
absorb and react to. '^ou 
lia\e to luiudlc so much 
informationinthecour.se 
ofthis game that minor 
(laws in presentation rep- 
rcseiit real obstacles to 
enjos'inent.’lhis is not a 
beginner’s game bsuinv 
means. 

Kven the refreshingly 
tiiick manual is burdened by the game’s 
ambition. '1 hough it is clear and concise, 
the sheer volume and complexits of the 
infomiation pre.scnted can be daunting 
for e\’cn eN]3erienccd gamers. 'Ihis game 
is bc.st digested and ma.stered in verx’ small 
bite.s, and to its eredit, the tutorial progr.im 
is extensiv e and verv modular, allowing 



plavers to go back and cover a .specific 
aspect again before launching a new 
enteqrrise. 

'Ihe economic model here is a thing of 
true beauty and manages to continually 
challenge a player no matter w hat stage of 
the game they arc in. 'Ihe only teeiinieal 
fault I found w-as the fact that labor was 
overh -abstracted for such a detailed simii- 



■ MODELING "T" Henry Ford started the mass production 
era, but you can one-up him with an even bigger and bet- 
ter manufacturing plan. 


lation; real Magnates must deal w ith 
things like profit-threatening Linions and 
Daycare facilities. 

I'br ainonc w'ith a love of the business 


world, this is easilv a S-star game and it has 
the same practical teaching value as 
Microsoft’s Ft .tea ri Sim, but to be honest, 
this title could be a div nightmare for the 
casual R\n.RO.\D'lVc()ON player. and 
should be approached with caution. In 
the end, CM^flALISM is like Ihe best 
Fconomics profe.s.sor.s: brilliant and nearlv 
incomprehensible. Rut if voii arc willing 
to put in the effort and studv hard, a 
whole new world can open up forvoii.% 


FAPPEAL: This is for serious gamers 
looking for hours of fun, or business- 
mintied individuals with Fortune 500 
dreams. 

FPROS: The best business simulation 
yet published with hundreds of hours of 
gameplay for the corporate enthusiast. 
►CONS: Dry, 
extremely complex, 
and the help func- 
tions, while exten- 
sive, are not as 
convenient as they 
need to be for a 
game of this mag- 
nitude. 
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Taming The 
Steel Panther 

Take The Blitz Out Of The Blitzkrieg With These Tips And Tactics 

by Patrick C. Miller 


O range flames and oily black 
smoke roiled Imm more 
than a dozen sluillered 
wrecks of German panzers 
litleiing the snowy plain. 
On a small lull, two 
American Jackson tank 
destmyers burned brighll}’, 
adding their glow' to the 
fading light of the 'w’inter 
do)' and providing a grim reminder that the 
battle hadn't been lolatl}’ one-sided. It was 
an iinlikeh’ .setting for a meeting. 

"Now what?" Sen^eant /xnn's asked ner- 
vously. his e)'es scanning the wreckage that 
separated him fmm three Cemian King 
'Tiger heeny tanks. 

"'lake it easy." StaffSergeanI i\ litter 
replied, "'lime Kiaiii tankers are more 
scared than we are right ;?ou' 'they're not 
about to come charging into a slaughter- 
house where so many of their buddies 
bought it.” 




"Yeah, but we couldn’t do a hell of a lot 
about it if they did. with onh' our two tanks 
left and the lieutenant out of action." iawis 
said, refening to the 126 Pershings he and 
Millercommanded. “I lell, Ibouncedso 
mart}' shots off those Tigers that their cre'ws 
are gonna hew'e migraines for a week." 

"At least I got one of them.” \4illersaid. 
"h'lusta been a lucky turret ring hit. What I 
wouldn't gh'e fora few more rounds of that 
/ f VA/’ ammo right fioiu You got any left?" 

l.,ewis looked down. "Nah, I wa.sted the 
few I had on the Panthers." 

"I ley, don't sweat it, I did the same 
thing," Miller said. Suddenfyan idea came 
to him. “Get in your tank. Tvegoi to get on 
the horn to second platoon. 'Ihis ain't over 
yet," he said with a grin as he turned and 
scrambled up the side of his Pershing. 

I £wis pulled himself up the side of his 
metal monster, wandering what his budeh’ 


had in mind. 

In ;i long S'lKKl. I’wn liiRS canipnign, 
w'ilh ihc U.S. Anny pitted against flic 
C.cTnian VVelirniaclit, the American play- 
er must expect confrontations witli 
amiorcd fighting v ehicles that have 
greater amior protection and far better 
guns, Uist month’s STi':i'a, PANn iKies strat- 
eg_v article discussed the strategic aspects 
of a loiig/\mcriean campaign beginning 
in North /\frica and ending in Western 
isiirope. This final part of the series covers 
tactics \ on can use to help your C-I.s 
emerge victorious, despite the qualitative 
edge possessed by ibe enemy, 

' lb deal with superior enemy armor you 
must concentrate vour force, hit the 
Cennans with ov env helming firepower 
from clo.se range and then outflank their 
vehicles to strike at vulnerable side and 
rear armor. In other words, v ou must 
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STRATEGY/WARGAMCS 


STRATEGY • STEEL PANTHERS 


c’niplo\Mirr{)iind-|)oimcl tactics/llic 
Americans must lake full advantage of 
cover and concealment to close with 
enemy armor, tlierein' impro\ ing the 
effectiveness of fiieir guns and reducing 
the cffeetisenass of Cennan armor. On 
tlie defensive, your units should make use 
of woods or the reverse slope of hills to 
screen ihemseh cs from enemy fire. On 
the offensive, take advantage of natural 



T he American attack on Sldl 
bou ZId, Tunisia, on February 
15, 1943, is a classic study 
in how not to conduct offen- 
sive operations. Convinced they faced 
only a weak diversionary attack by the 
Afrika Korps, the Americans sent a tank 
batailion supported by tank destroyers, infantry and 
artillery to seize the small oasis village. Charging across 
13 miles of open terrain in a parade-ground formation, 
relying on faulty intelligence and conducting no advanced 
reconaissance, the U.S. force waltzed directly into a 
German trap. 

Just outside Sidi bou Zid, the Americans encountered 
a steep-sided wadi (dry riverbed), an unplanned obstable 
that forced them to split up their formation as they 
crossed it. Just as their tanks were beginning to emerge 
from the dry riverbed, 
General Heinz Ziegler 
unleashed his panzers 
to first pin the 
American flanks and 
then hit them in the 
center with his 
main attack. When 
the battle ended, 
the Americans 
had lost 54 
tanks, 57 half 
tracks and 29 
guns. 

A tactical 
situation 
based on the 

battle at Sidi bou Zid was created 
using the Steel Panthers scenario editor The sce- 
nario, which can be found in this issue’s CG-ROM, starts 
with the Americans approaching the wadi outside Sidi 
bou Zid. After crossing the wadi, the U.S. units are 
attacked by the Germans before they can reorganize. 

When the main German attack hits the American center 
superior gunnery gives the Afrika Korps the advantage, 

The Germans smash the American main attack and cross 
the wadi to mop up what remains of the U.S. force. 

Can you do belter than the American commander at 
Sidi bou Zid? Play this scenario from the cover disk and 
send your winning solution to us. The three best solutions 
will win a one-year subscription to Computer Gaming. 








cover iinci conceal- 
ment while iiclvcine- 
ing. In desert or flat 
terrain, make liberal 
use of smoke .screens. 
In real-world war- 
fare, a key to success 
is knowing and 
exploiting the 
enemy’s tendencies. 
Because inllii.sca.se 
the cncinv is con- 


► FIELD OF FIRE Tanks deployed on the reverse slope of a hill 
can see the top of the hill (highlighted area), but little else. Use 
infantry squads to watch for enemy units. 


trolled !))■ more pre- 
dictable artificial 
intelligence (Al), your 
job is considerably 
easier. Tlie computer 
AI is generally better at defending than 
attacking, hlowever, even in scenarios iii 
which tlie Germans are defending, you 
can goad them into attacking by seizing 
some of their xictoi}' hexes. T his nearly 
aKva\s triggers a counterattack, a flaw' j’ou 
can exploit by setting up an ambush to 
destro\- the enemy units piecemeal as 
tlie\' charge into the \ ietorx’ hex area. 

TANK IT TO THE LIMIT 

The old adage “grab ‘cm b\' the nose 
and kick ‘cm in the rear," Ixpificd 
American armor tactics in World \\4ir II, 
Indeed, perhaps the most important tacti- 
cal concept for commanding .American 
amior in S’il'au, P\.vil liaes is that of cn\el- 
opnicnt, or the abilih' to keep enemy 
tanks occupied to their front, while other 
tanks wiap around their flanks, 'lb avoid 
suffering lieaxy losses 
before s on complete 
yourenvclo|)mciit, 
it's important tiuitx ou 
first win the battle of 
supprc.ssion. The 
more supjiression 
points you can pile 
on the German tanks, 
the less accurate their 
fire and the less likcl)’ 
they’ll be able to 
respond to the threat 
on their flanks. 

Firing the first 
shots in a tactical 
engagement is good, 


and getting the first kill is even better 
because it means enemy units will receive 
suppression points before yours do, 

IdealK; your tanks should be stationaiy 
and shooting from close range into a small 
field of fire, enabling two or more of your 
tanks to gang up on each German tank. 
Create an effective killing zone by lining 
up your tanks along the hack side of an 
objcctis’c area in woods on a rc\’crse slope. 
Place two tanks in each hex to double the 
\o!umc of fircjjowcr. /\s enenn' \ ehicles 
enter this zone and are either knocked 
out, immobilized or liea\'il\’ su])prc.sscd, 
other American tanks .should work their 
wav to one or both flanks to deliv er the 
coup de grace. 

GRUNT WORK 

Infantrx' plavs a less glamorous but 


t TURNING THE TABLES Use Of aircraft, for reconnaissance and 
bombing, as well as mobile artillery, is essential to turning the 
German forces. 
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STEEL PANTHERS • STRATEGY 


importniil role in ever)’ IwUle. On the 
offensive, ciich lead tank or/VhV should 
aKva\'s cany an infanliy s([u;id to ]Drotect it 
from ambnsli b\’ enemy infantry and to 
assist in spoiling enemy units. Dismount 
your infanlrv' five or slvlicxc-s short of a 
defense e position and have it precede the 
armored vehicles into an objective area to 
locate mines, dug-in Iroop.s and anti-tank 
guns. 'Ibis is often hard on the infantr)', 
but infantry lo.sses during a campaign are 
far easier to replace than Af'Vs and their 
experiencerl creu’S. 

During defensive missions, infantry' 
rleploved around or in victory' hex areas, 
especially when equipped with bazookas, 
satchel charges or flame throwers, can 
prove lethal to attacking enemy Al'Vs. 
infantry small-amis fire will also suppress 
annored vehicles, reducing their combat 
effcctivene.ss. Because Ccmian infantrx' is 
w cll-equi[>ped with anti-tank weaponry 
from 1943 on. the American infantry’s 
greatest challenge is keeping enemy 
troops away from U.S. armor. 



ON THE WAY, SIR! 

'Ihe American.s are bles.scd with a wide 
variety' of aiiillcry and there’s usually plen- 
ty of it, ranging from offshore ships to off- 
map artillery batteries to on-map, .self-pro- 
pelled artillery' units. 

Artillery is almost a 
necessity for offen- 
sive missions, u'bcre 
it can lay smoke 
screens to cover an 
advance and bom- 
bard known or sus- 
pected enemy |)Osi- 
tions ahead of an 
attack. Off-map 
artillery is available 
only for a.ssault 
missions, but you 
can and should buy 
a few' sections of 
M7 Priests (lf)5mm) 
orMlZGMCs 
(155mm) for advance 
missions. 'Ihe,sc 


self-])ropellcd artillery units arc extremely 
useful vehicles because they can serve 
not only as indirect fire artillery, but also 
in the direct-fire mode, where their large- 
caliber, high-explosive shells wreak havoc 


►surround and pound Maneuvering tanks for flank shots on German armor is 
a key part of being successful with the Americans. 
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on ,s(Dft targets. 

'Hie trick to successfully using artillcrs' 
is to get it on target as quickly and accu- 
rately as possible. Althougli any unit can 
call in and spot for artiller}’, leader units 
usually experience .shorter delays. Your 
overall command unit (AO) often gets 
artillery' support more quickly than its sub- 



Terrain 

Circumstance 

Modifier 

Hard Cover 

Duo-In 

1 

Hard Cover 

Positioned or pinned 

X 1/4 (1/8 
vs. small 
arms) 

Soft Cover 

• Dug-in infantry 

x’ 176 n 

Soft Cover 

Dug-in gun 

x1/4 

Soft Cover 

Positioned or pinned 

x1/3 

Clear 

Dug-in infantry 

x1/4 

Clear 

• Dug-in gun 

x1/3 

Clear 

Pinned 

x1/2 

Clear 

Moved > 1 hex 

x2 


NOTE: If a unit is dug-in and has not fired for one turn, 
then small arms fire is multiplied by 1/6 against that unit 
(this is in addition to all other modifiers shown above). 


ordinate commanders. One method 
av'ailable to gel artillery' fire with no turn 
delays is to use the command unit of an 
on-map self-propelled artillery section to 
call in the fite. 'lire .subordinate unit in the 
section will fire with a one-tiim delay. By 
firing several sections in this manner, it’s 
possible to lay down a withering artillery 
barrage very' quickly. 

Although artillery bombardment can 
be plotted on unsighted hexes, it’s general- 
ly far more accurate when the unit calling 
for the fire can also sec the target hex. 

In addition, tlic higher the ar1iller\’ 
command ratiiig of the s]X)11ing unit, 
the more accurate the fire will be. Ifyou 
have infantry' units as part of your core 
force, cheek the artillery' command 
ratings of their leaders. A leader unit 
with an cxce])tionai rating makes an 
excellent forward observer. 

THE AIR APPARENT 

In World War II, air supijort was often 
the U.S. Anny’s ace in the hole. Idow'cver, 


in S'l P/\Ml-]i''.ies, e\'en though elose- 
.supporl aircraft are more readily available 
to the Americans than other nationalitic.s, 
getting effecth’c use from them can be 
problematic. Plotting an air strike within 
eight to ten hexes of friendly ground units 
can sometimes cause damage to your 
own units. Ifyou do want air .su|)port, per- 
haps ihe best ground attack aircraft avail- 
able for any nationality is the American P- 
38 Lightning, a potent killer of tanks and 
light armorwilh its rockets, cannon and 
machine guns. 

/\ircrafl are best used in offensive mis- 
sions w'hcre they' can soften u[) defensive 
positions and perform limited reconnais- 
sance. One effcctise tactic is to use air 
support in conjunction with artillery'. Send 
in a lone aircraft well ahead of your 
ground attack and make note of the 
enemy units the plai le .spots, anti-aircraft 
guns in particular. I lit ihe anti-aircraft 
units with artillery so that your aircraft can 
am later bombing raids with impunity'. 
/\nti-iankgims and infantry revealed by 


Veiled in Shadowy darkness, they await your return. Mechanical monstrosities. Shrieking invaders. 

You thought you had destroyed them. You thought the nightmare was over. You thought wrong. 

Prepare yourself for the all new Descent II. Warped to a distant part of the galaxy, you’ll 
battle all new enemies and all new terrors in a mind-twisting 360° 3-D environment that will challenge * - 
you like nothing before. Travel through cascading waterfalls, sink into deadly molten lava, and plunge ' 
into total darkness as you descend into the very heart of the enemy. At your command is a deadly 



OBVIOUSLY THEY MEVER RLAYED 
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; arsenal of 10 new, configurable weapons and an all new Weapons Transfer system that 
\ allows you to assist buddies during multiplayer assaults. You'll also find a helpful robotic 


' ally, all new power-ups, a rocking new soundtrack, explosive sound effects AND a 
high-powered headlight beam to assist you when things seem their darkest. 


0 

% 


Descend upon the Interplay web page at http://www.interplay.com or check with your 
local computer software retailer for the latest release of the Descent II interactive demo. 
) Available for IBM and compatible. deveioped sy 

Parallax 

Software 



Watch for the full 30-level version coming this March. 
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\oiir planes should also be largeteci for 
artilien’ bombardment. 

MINE OVER MAHER 

Mines are most likely encountered on 
assatill mi-ssions and can (|iiickly bring 
\'oiiroffcnsi\’e to a grinding hall. 
Iberefore.wben bming support units 
prior to an a.ssauit, you should buy at least 
three sections of Shcmian engineering 
v ehicles and tw o or more platoons of 
engineers. Deploy your engineering vehi- 
cles in a line abreast at the head of your 
force with an engineer squad riding on 
each vehicle. 'Ihe remainder of your force 
should follow closclv in the tracks of the 
lead \ ehicic,s. 'Ihe engineering vehicles 
are far more likely to detect mines and 
can immediately dismount their engineer 
squads to begin clearing them. I laving an 
engineer squad and a crab lank in the 
same hex will .significantly speed up your 
mine-clearing operation. 

On the defensive, mines arc cheap and 
exiremelv cffecliv'c weapons. If mines arc 


available for your mission, they can be 
purchased as miscellaneous .support units 
at a cost of five points for every' ten mines. 
Placing two or three mines per hex 
around the outside edges of a victory' hex 
area will usitally |3roduce very' favorable 
results as enemy 
troops and vehicles 
will inevitably flock 
to these areas. You 
can also place mines 
along the enemy's 
most likely attack 
routes to serve as 
early warning dev'ices 
and whittle down the 
attack before it reach- 
es your defensive line. 

To fight and win as 
an American in 
SiKKI.Rwilll'KS, 
yon must learn to 
exploit the adv-an- 
tages the U.S. pos- 
sessed during the vv'ar. 


I’anks might be the queen of battle in this 
game, but they are far more effective 
when their efforts are coordinated with 
artillery', air, engineering and infantry sup- 
port, all areas in which the Americans are 
cc|iial or better than other nationalities. 




Circle Reader Service #238 


STRATEGY/WARGAMES 



STRATEGY/WARGAMtS 


STRATEGY • STEEL PANTHERS 


Time Shenmin and two Pershing tanks 
slowfy made their way through the smoke 
and wreckage of the Gennan annored 
vehicles. As each tank spotted the King 
Tigers hunkered down on the vital cross- 
roads, the)’ halted and opened fire. The 
Tiger turrets slowl)' turned to 
acquire targets. /'7f3(7ies belched 
from their guns in response to the 
American tanks, but badly shaken 
from the sudden attack, the}' 
missed. 

Preoccupied with the vehicles 
to their front, the Gennan tankers 
failed to notice a single American 
tank destroyer advancing on their 
exposed right flank. The M36 
Jackson halted, took aim and 
fired a high-velocity 90mm round 
that easily pierced the side annor 
of the heav}’ tank's turret, causing 
its ammunition to explode. Before 
the Gennans realized the danger, 
a second Tiger was smoking hea\’i- 
iy and its crew hailed out. 


Vie last King’I'iger lumbered toward 
a clump of trees in search of concealment, 
a fatal mistake. One hit on the vulnerable 
rear annor stnick the engine. With smoke 
pouring from it, the tank ground to a 
halt, caught fire and blew up. Ihe path 


to the objecth e was nou’ clear and the 
/'American annor surged forward. Ihe 
campaign begun by Miller's Marauders 
in the deserts of North Africa had finally 
come to a deciswe and victorious end. % 
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Name 

Nation 

HE 

AP Pen. 

HEAT 

Range 

Accuracy 

Pistol 

Both 

2 

0 

0 

2 

1 

Semi-Auto Rifle 

U.S. 

2 

0 

0 

10 

5 

Rifle 

Ger 

1 

0 

0 

10 

4 

Sub MG 

Both 

4 

0 

0 

4 

4 

BAR 

U.S. 

4 

0 

0 

10 

8 

.30 Cal. Med. MG 

U.S. 

12 

0 

0 

16 

10 

.30 Cal. Hvy. MG 

U.S. 

16 

0 

0 

18 

12 

.50 Cal. Hvy. MG 

U.S. 

14 

3 

0 

20 

15 

MG-34 Lt. MG 

Ger 

8 

0 

0 

10 

8 

MG-34 Med. MG 

Ger 

14 

0 

0 

18 

12 

MG-42 Med. MG 

Ger 

16 

0 

0 

18 

12 

Flamethrower 

Both 

10 

0 

14 

1 

0 

Satchel Charge 

Both 

12 

2 

15 

1 

0 

Hand Grenade 

Both 

4 

0 

0 

1 

0 

Bazooka 

U.S. 

4 

0 

14 

6 

2 

Panzerfaust 

Ger. 

0 

0 

20 

2 

1 

PanzeiBchreck 

Ger 

0 

0 

15 

4 

2 
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Excuses, excuses. It's the game of golf. And nothing comes closer to the game than new Microsoft® Golf 2.0 CD. 

This is the ultimate golf experience — right on your PC. Whether you're playing on Windows* 3.1 or the new 
Windows 95 operating system, it's as easy as it gets. Tee it up at either Firestone South or Torrey Pines South. Don't 
sweat your hooks and slices because even your worst drive will look awesome with photo-realistic trees, sparkling water, 
and sailboats in the bay. Aerial fly-by views help you decide when to pull out a fairway wood and go for the green. Video 
clips from course pros offer tips on each hole. All you have to do is hit the ball where they tell you. (Easier said than done.) 

And if you're running Windows 95, the PlayerNet'" system for new Microsoft Golf 2.0 allows you to play head- 
to-head with friends. Putt for the big bucks in the new skins game format. Miss it and you'll be subjected to your 
opponents' scathing comments. 

See your software retailer today to pick up a copy of the most popular golf Microsoft 



game available. And please, remove your spikes before entering the store. 


G 


HERE DO YOU 


r TO CO TODAYI* 


For mote Information on Golf 2.0 and PlayerNet. log onto http://www.mlcro5oft.com/msgolf. 

@ 1995 Microsoft Corporation. All rights reserved. Microsoft ond Windows are registered trademarks and Where do you want to go today 7 and PlayerNet are trademarks of Microsoft Corgoratlon. 
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IBM PC 


Like to replay last years' Tournament? Or 
how about ‘95 UCLA against some of the 
all-time greats like ‘56 S.F. with Russel, ‘67 
UCLA with Alcindor or undefeated ‘76 
Indiana. Weil...witli Courtside College 
Basketball you can do this and much more. 

With Courtside you can play with any one of 
almost 300 Division 1 Teams from last year 
or one of over 190 great past teams that go 
all the way back to 1948! All of the great 
UCLA teams from the '60's and ‘70’s are 
here, Plus the great Kentucky, Indiana, 
UNLV, Duke and North Carolina teams. 
Play an all-time greats ‘64 team tournament 
or set up a league using any combination of 
current and past teams. The possibilities are 
only limited by your imagination. 

Courtside has all of the features tliat you 
love about the college game. As coach you 
select line-ups and make substitutions as 
players get into foul trouble, Or as 
player/coach you can even select shots 
during the game. You can pick offense style 
and defense. Play a tenacious pressure man- 
to-man or fall back into a passive zone. You 
can play with or without the 45 second clock. 
Home court advantage is built in. 

Each individual player is rated for playing 
time, FG%, FT%, RB, defense, foul drawing, 
foul committing, passing and shot blocking. 
Teams are rated for strength of schedule. 
No game on the market captures the flavor 
of the college game like Courtside. 
Courtside is statistically accurate and plays 
fast and easy. The computer coach will push 
your coaching skills to the limit. And with 
the standings and League Leaders program, 
you can track standings & leaders for as 
many conferences as you like of up to 15 
teams each. 

15 years of design, play testing and research 
ensure that when you play Courtside, you 
are playing the best 

OTHER GAMES AVAILABLE 

FUU COUNT BASEBAU • TKO 
PROFESSiOHAL BOXING • HAT TRICK PRO 
HOCKEY • 3 IN 1 FOOTBAU • BASKETBAii- 
THE PRO GAME • BREAK POINT - PRO 
TEWIIS • WORID CUSS -TRACK & FIEID 

ORDER TODAY! 

Mail check or money order 
for $39-95 each. 

You may call in and order with VISA or 
Master Card. Please add $4.00 for 
shipping and handling. 

For more information, call or write 
for a free brochure. 
1-800-477-7032 

■ I I I ■ M I .f,* I w jl'i ^ I ■ ty_* r j / I 


P.O. BOX 100594 • NASHVILLE, TN 37224 
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Lltimi LVilauctU 1 a 2 Me 

LR^a Ring 5kcn 15 

VdofEMia 12 

Waraifl 9 

WiM2Dine 15 

Wr| Canmanla .Amada 1 1 

UVg Ccnvnanls 142 15 

Wng Canmankr 3 1 5 

Wigs cf Clay 16 

Woniy bEaRCostii; Foa II 

Uoi^' 7Cnuidte CM ^iM 15 

.X-C0\(la2 ISt 

X-WG IS 

ADn.T 

Adultb-iadilre'fi^ 
CetoNufcfCD) 

' RiaaBiliiUCD) 29 a 
' .' 9 a 

32 


XWinlCO) 
e Pcsshtiiu^CD 


SewWawlfcclflsia2(Q)) 2^ 

N'li^adila^lCD) 32a 

Rnituse ItaM 1,13,4 a 5(C1^49 m 
P ciaftiyO)) 32 


Sce3n£!ia]E(a)| 25 

ScxeSnnluiia)) 34(4 

Aanm's Rf<CD) 37 

ViBBllaiirti 32a 

ViadSnSttitCD) 37 

\itual \'ak« a03) 34 

\nuil A'lwfCD) 29 
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Plant Trees for America 

' i TM 



T rees provide food, shelter, and 
nesting sites for .songbirtls. 

Trees increase property 
values, and make our 
homes and neighborhoods 
more livable. 

Trees help conserve 
energy. They cool our 
homes and entire cities in 
the summer, and slow cold 
winter winds. Shade trees 
and windbreaks can cut 
home utility bills 15-35%. 

Trees clear the air we breathe. 

They provide life-giving oxygen while 
they remove particulates from the air and 
reduce atmospheric carbon dioxide. 


America needs more trees 


The United States has lost a third of its 
forest cover in the last 200 years. 

Our towns .should have twice as many 
street trees as they have today. 

We need more trees around our homes 
and throughout our communities. We 


neetl more trees to protect our I'arm fields 
and our rivers and streams. 'I’o provide 
wood for our homes and a thousand 
products we use every tla)’. 

10 Free Trees 

Ten Colorado blue spruces, or other 
conifers selected to grow in your urea 
will be given to each person who joins 


the Arbor Day Foundation. 

Your trees will be shipped 
postpaid at the right lime for 
planting in your area. February 
through May in the spring or 
October through mid December 
in the fall. The six to twelve inch 
trees arc guaranteed to grow, or 
they will be replaced free. 

To become a member 
and to receive your free 
trees, send a $10 member- 
ship contribu- 
tion to Ten Blue - 
Spruces, National 
Arbor Day Founda- 
tion, 100 Arbor - 
Avenue, Nebraska 
City, NE 68410. 

Join today, and plant your Trees 
for America! 


The National 
7 Arbor Day Foundation 



War Lords II Deluxe 

Ibj/Sffstegic Studies Giajp, 
An ywraded vsrsion, of 
Iwarlorrov^ll ’'■•-'with 
[enhaneemenls-isuch ar 
InetwfH&pIsy and 30 new 
[scena^. $^A 
1-4342 5 011 


VFor Victory 

byinlfacofp/nc. 

An vjvYig series d 1 
gam^’^ypu pfay-QlH i 
side in bur cf Vi^- 
Wa;r;‘' • 


Harvester 

by Merit SofiWa/e Sfulibs. 
Haiv^r is a graphically 
vioienrexpeffncs in fer- 
rof, cornbinir^'jde play- 


s^ccnibat. 

35184 


Ice & Fire 

IbyGr/nferacfrVe 
jciiali^e your mind as I 
Iweli asV<*f.lr'999r fin- : 
jger. You are^uipped -^ 
lwitb'’on^'lce & Fire 
btaslem. a 


1 Judge Dredd 

by Acclaim 

, He'siiidge and execi^ 
'er! firepower, 

[nigh speed imrmaster 
I actioned super viOans. 


WE liA'RCBT m-SZTION 


Star Rangers 

\bylr\ieraciiveMagic-. 

A futuristic space game 
with muffipte difficulty lev- 
rets. Combining brilliant 
,arc§dft action and fasci- 
Inatingplay. 


: Comedians 
by fivenfi^Cenfuiyfijr 
; Expipre this exclusive. 
ipersonlMooK at the 
I greatest conl'^ians of 
iourtime:-- 


Beyond the Wall 

by Tvvenfieth Century 
Take a vivid 3-0 iqtir»y • 
to the Vfelnam Veteran's 
memorial in Washington ■ 


8raindead13 

byReadysolt 
A biarte comed^honor- 
action-advenlureJhe 
workfs bippest'computer 
.r^f' gufu aNvays fmds 


47510 


47516 


by Language PublicaXns. 
-1^ An interactive English i 


Olympic Gold 

by Discovery Chann^ 


Beer Hunter 

I by Discovery Chartnel 
; Watch hpw a multitude J 
iof beer .styles are 
brewed, fisieh’lo expert ' 


Ripper 

by Take 2 /nferaefive,. 
jkk’s,back! In 205pi a vts- 
se^kitler the 
streets oTNew York 
vanishes. Track him 

IglBg . *44 

I'lnnSlfil llDarkSeedll 

*• “‘1 1*/ wgw/lm 

' ' fraw cT CBik Seed B 

Expiae be likbn (brk 

OW^^^^^/wstiarxjtybicIlieMxnls' 


A CQrn^te anlhok^. 


learr^ adventure. Also 
avai^ in Speni^ and 
FrerKh- 


Con^ Carnets at War 

by sjafegc Studies Grotp 
A'caTj)erdumd!tiet<^i^ 
pcpular''' and best being 
I’Canier d Wa^ aeries plus 
[rTHiynewsDBnarte 


War Lords II Deluxe 

IbySffategic Studies Group, 
An ywraded version, of 
lwarlorrov.,^11 ''■•I'with 
lenharKemenls-isuch ar 
InetwfH&play arvl 30 new 
[acenahos. $AA 
1-4342 5 011 


Strip Poker Pro Voi2 

[byvlnwofx 

Play, strip poker , against 
[four giffgeous wmen, 
[24 ad^lionar'opponenls 
jarxl thousands of poses. 


VFor Victory 

byfnlracorptrjc. 

An vwvYig series d 1 
gam^’bt3>ypu play-eler i 
skterburbE^dVibilrf'-^ 
Wa;r;‘' • 


I Power Dolls 
I by Wegafecti Software.. 
Outer ^pace simulation 
featunrif*- .._Megaiech’s 
best ,seiling''-''’Anime' 
jjapan^e.style animated 
charecters. $A^ 
I 45089 4S f 


Expect No Mercy J 

by Microlorum Mig. \ 
Anewrteracfce,rTBrtialarls h- 
adventuit'gams. The mis- | l 
sbn is b destroy teoigani- 
zateri and it's infamous |;l 
bedarWaibedc* !;l 
45958 OO J 


Bulge, Hitter's last des- 
per^ dance lor vfctofy 
in the West, 


■H Cyber Judas 

by Merit Software Stud^ 
r^TH Deep wiin cytoepace )nj 
y.J^rjxtd in [!p& pow^ 
rt&naiearti^ate armed 
with money, weapons and 


pM Chronomaster 

mUby Intiacorp Inc. 


Harvester 

by Merit Software Studios. 
Haiv^r is a graphically 
vioienrexpeffnes in ter- 
ror, combinir^'tde play- 


shut (km. Some^ or 
someihbghas'iiitbemlrifo 
dads.' ExceBenI storyline 
andjaphis. $^|- 


combat. 

35184 


Ice & Fire 

\by GT Interactive 
jChali^e your mind as I 
Iweli asVw, trigger firv ' 
jger. You are^uipped -^ 
lwith'’on^'lce & Fire 
Ibtastem. a 


I byGrt/iteractive 
I .the vehides,, trough 
1 tubes arid liylodtopaflod- 
|lng tteS.iilo th9'.opposing 


[#43003 W-95 
! J47298 MAC 




I Have No Mouth 

byMGMAJA 

Harlan EK^'s 
short S%»of the sane 


[Judge Dredd 

by Acclaim 

, He'siiidge and execi^ 
'er! Fuffi'l?8^ firepower, 
[nigh speed imrmaster 
I actioned super viOans. 


IhefaddffiPndionu^pas! 
dfivefuirnans. M 




•ska 


TFe lirwt 
fiClTZXlf.fTii-r 
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USED IBM GAMES 

COMPLETE VIRUS FREE: 
WITH THE ORIGINAL BOX. 
DOCUMENTATION AND 
DISKS 

1942 PACIFIC AIR WAR 22 

668 ATTACK SUB 6 

A32OAIR0US 17 

ACES OF THE DEEP 27 

ACES OF THE PACIFIC 19 

ACES OVER EUROPE 26 

AIRBORNE RANGER 5 

ALIEN LEGACY 15 

ALTERED DESTINY 10 

AMAZON 6 

ARACHNOPHOBIA 9 

ARCHON ULTRA 21 

ARMORED FIST 22 

BARDSTALE1 12 

BARD'S TALE 2 13 

BATTLE BUGS 25 

BAHLE CHESS 4000 1 8 

BLOODNET IS 

BLOODSTONE 14 

BLUEANDGRAY 17 

BODY BLOWS 11 

BRIDGE OLYMPIAD 
CAMPAIGNS 
CARRIER STRIKE 
CASTLES 
CASTLES 2 

CD- 1942 PACIFIC AIR GOLD 
CD-7TH GUEST 
CD -ACES OF THE DEEP 
CO-AEGIS GUARDIAN FLEET 
CD -AL-OADIM GENIE'S CURSE 
CD-ALIEN LOGIC 
CD -ALIEN VIRUS 
CD -ALONE IN THE DARK 2 
CD -ALONE IN THE DARK 3 
CD-ARENA 
CO-BAmE ISLE 2200 
CD -BENEATH A STEEL SKY 
CD -BID FORGE 
CO • BLACKTHORNE 
CD -BLOWN AWAY 
CO -BLUE AND GRAY 
CO -BLUE FORCE 
CD -BUREAU 13 
CD -CHAOS CONTINUUM 
CD -CLUB DEAD (M-TV) 

CD -CORRIDOR 7 
CD -CREATURE SHOCK 
CD -CRITICAL PATH 
CD -CURSE OFENCHANTIA 
CD-CY8ERIA 
CD-CYSERRACE 
CD-CY0EfiWAR 
CD -CYCLONES 
CD -DIZONE FOR DOOM 
CO -DAEDALUS ENCOUNTER 
CD - DAEMONSGATE 
CD -DARK FORCES 
CD -DARK LEGIONS 
CD -DARK SEED 
CD -DAY OF THE TENTACLE 
CD-DISCWORLD 
CD -DOOM 2 

CD -DOOM COMPANIONED 
CD -ORACULA UNLEASHED 
CD -DRAGON LORE 
CD-DREAMWEB 
CD -DUNE 

CD -EMPIRE DELUXE MASTER 
CD -ERIC THE UNREADY 
CD -FALCON GOLD 
CO -FANTASY EMPIRES 
CO -FIRH FLEET 
CD -FLASH TRAFFIC 
CD -FLEET DEFENDER GOLD 
CO -FORTRESS OF DR RADI 
CO - FREDDY PHARKAS 
CD -FRONT PAGE BASEBALL 
CD -FULL THROmE 
CO -GABRIEL KNIGHT 
CD - GADGET 
CD -GATEWAY 2 
CD-GA2ILLI0NAIRE 
CD-G0BLIIINS2 
CD -GRANDEST FLEET 
CD -GREAT NAVAL BATTLS2 
CD -HAMMER OF THE GODS 
CD -HARPOON CLASSICS 


CD -HELL: CYBERPUNK 22 
CO -HIGH SEAS TRADER 29 
CO -HORDE 14 

CO-INOYJONESFATEATLAN 18 
CO -INFERNO 19 

CO-INTERPLAY'S 10YRANTH 24 
CO -IRON ASSAULT 27 

CO -IRON HELIX 22 

CO -JEWELS OF THE ORACLE 32 
CD - JOURNEYMAN PRO-8 MEG 17 
CO- JUMP RAVEN 22 

CD-KING'SOUEST5 19 

CO -KING'S QUEST 6 15 

CO -KING'S QUEST 7 32 

CO -KING'S QUEST COLLECT 31 


CD -MILLENNIUM AUCTION 
CD -MONKEY ISLAND 
CD-MORPHMAN 
CD-MYST 
CD -NASCAR RACING 
CD -NHL HOCKEY '95 
CD - NOCTROPOLIS 
CD - NOMAD 
CD - NOVASTORM 
CD -OPERATION BODY CNT 
CD -ORION CONSPIRACY 
CD -OUTPOST 
CD - PAGEMASTER 
CD -PANZER GENERAL 
CD -PIZZA TYCOON 


CD -X-WING COLLECTOR'S ED 34 
CD -ZEPHYR 28 

CD -ZEPPELIN 14 

CD-ZOHRO 19 

CHESS MANIAC 5 BILLION &1 15 

CIVILIZATION 26 

CLASH OF STEEL 24 

CLUE MASTER DETECTIVE 9 

COMPANION OF XANTH 15 

CONTINUUM 9 

CORRIDOR? 17 

CREEPERS 19 

D-DAY BEGINNING OF END 19 

DARKCENTURY 12 

DARK LEGIONS 19 

DAY OF THE TENTACLE 25 

DAY OF THE VIPER 5 

DEJAVU1&2-WINDOWS 12 

DELTA V 24 

DOOM 2 27 

DRACUIA-BRAM STOKER 10 

DUNGEON HACK IS 

EMPIRE SOCCER 94 12 

ETERHAM 12 

FALCON 3.0 19 

FALCON 3.0 ADD-ONS CALL 

FANATSY EMPIRES 22 

FIELDS OF GLORY 19 

FIFTH FLEET 28 

FLEET DEFENDER 19 


INDY JONES UST CRUSADE 10 

IRON CROSS 15 

ISLE OF THE DEAD 9 

JEOPARDY SPORTS EDITION 14 

KGB 7 

KING'SOUESTZ 11 

KING'SaUEST4 10 

KING'SOUESTS 10 

KING'SOUESTB 15 

KINGMAKER 25 

LANDS OF LORE 15 

USER SQUAD 5 

LEGACY: REALM OF TERROR 15 

LEGEND OF KYRANDIA 12 

LEGIONS- WIN 28 

LEISURE SUIT URRYl 13 

LEISURE SUIT URRY 2 13 

LEISURE SUIT URRY 3 15 

LEISURE SUIT URRY 5 15 

LEATHEL TENDER 9 

LINKS 386 PRO 19 

LINKS AD-ON COURSE DSKS CALL 
LOOM 9 

LORDSOFTHEREALH 28 

LOSTFILESSHERLOCKHOLM 17 

MAGNETIC SCROLLS BUNDLE 9 

MARTIAN MEMORANDUM 9 

MASTER OF MAGIC 25 

MASTER OF ORION 25 

MEAN STREETS 5 



WE PAY aSH FOR USED GAMES 

We want your currenl used games 

1 - 800 - 377-8578 


WE SELL USED GAMES 

All gomes ore tested & IBM disks virus checked 

gtniH me in originol boi viilh originol dwumenlalion 

Coll for curreRl title ovoilibility 

W£ ACCEPT ONLV - 
VISA/MosterCard/Dis(om ' 

Ik Money Orden/Casbiers Check 

'CoB Im thN belofe lending liLD.* 

Most items shipped some day. S5 UPS/S9 2nd Day Air 

(nil In inlmiilm on (cniJion ihifmenls 

GAMER'S GOLD • 1008 W. 4lsl Street • Siou* Fells • South Dokotfl • 57105 



Get Something To Sell? 

Follow these Easy Steps 

Prepore o list el lltc ^arnes yeu are selling. Cell, fox, c 


2. OAMIK’t 0010 will quote the currenl buyl 
prices & issue on oulKorizotion number lor your shipme 
Games will not bo occepted without on authorization i 

3. Poet gomes in box. Write oulhoritotion no. deaily 
outside of box. Moll to OAMIH'S OOLD Save yx 


5. Your check will usually be moiled wilhin 10-14 working 
days of receiving your gomes. 5omo "wish list" game 
croilts may toko sligklly longer to lill. 

Comes will be checked for viruses & completeness. 
Gomes musi be complele wilb oil diiksi printed materials, 
& In original box. Incomplete gomes will be returned at 
your expense, 


CO-L-ZONE 

CO -LABYRINTH OF TIME 
CO-UNDSOFLORE 
CO -UST DINOSAUR EGG 
CD-UWHMOWERMAN 
CO -LEGEND OF KYRANOIA 
CD -LINKS 385 
CD -LIVE ACTION FOOTBALL 
CD -LOOM 

CD -LORDS OF THE REALM 
CD-LOSTEOEN 

rfREFoMAEOFFER") 

1 On orders over $75 

! Cheote htm Flit hdow 

. Rinns Quest 5 
• Jet ?l3hlec2.l) 

I Wing Commondcr 1 
e potriol 
• ATAC , 
Conquest of Comelel 

• Coipornlion 

• Subwor 2050 

• Spate Quest 4 
• From Poge Foolbou 

• The Piaphety 


CD-LUNICUS 

CO-MAABUS 

CO-MACHIAVELLI: PRINCE 
CD -MAELSTROM 
CD -MANHOLE 
CD -MANTIS 
CD -MASTER OF MAGIC 
CO -MAXIMUM OVERKILL 
CD - MEGARACE 
CD - MENZOBERRANZAN 
CD -METALTECH: EARTH SGE 
CD -MICROCOSM 


CO • PSYCHOTROH 15 

CD-PUREWARGAME 24 

CD -QUANTUM GATE-WIN 19 

CD • QUARANTINE 25 

CD-RAVENLOFT2:STONEPR 31 

CD -REBEL ASSAULT 21 

CD-RELENTLESS:TWINSEN 32 

CD -RENEGADE 24 

CD -RETURN OF PHANTOM 20 

CD -RETURN TO ZORK 21 

CD -RISE OF THE ROBOTS 29 

CD -RISE OF THE TRIAD 23 

CD -SAM 8 MAX: HIT ROAD 24 

CD -SHADOW CASTER 12 

CD -SHADOW OF COMET 23 

CD -SPACE QUEST 4 14 

CD- SPACE SHUnLE 12 

CD • SPEAR OF DESTINY 25 

CD • STAR CRUSADER 19 

CO • STAR REACH 19 

CD -STAR TRAIL 2S 

CD -STAR TREK 25THAHNIV 27 

CD -STAR TREK: NEXT GENE 32 

CD -STELLAR 7 10 

CO -SYSTEM SHOCK 28 

CO • TFX 25 

CD-T0NYURUSSA2'94 25 

CD-T0NYUHUSSABB3 32 

CD -TRANSPORT TYCOON 29 

CD -ULTIMATE DOMAIN 18 

CD • ULTIMATE FOOTBALL 21 

CO -UNDER A KILLING MOON 34 

CD -UNNECESSARY ROUGH 95 24 
CD -US NAVY FIGHTERS 31 

CD-USSTICONDEROGA 21 

CD-VIRTUALVEGAS 12 

CD -WING COM ARMADA 22 

CD -WING COMMANDER 3 33 

CD-V/OLF 21 

CO-WOLFPACK 19 

CD -WRATH OF GODS 22 

CD -X-COM UFO DEFENSE 29 


FLIGHTSIM4 0R5AD-ONS CALL 
FLIGHT SIM 4.0 (MICROSOFT) 18 
FLIGHT SIM 5.0 (MICROSOFT) 25 
FREEOC 5 

FRONTLINES 24 

FRONT PAGE BASEBALL 19 
FRONT PAGE FOOTBALL PRO 15 
FRONTIER ELITE 2 22 

FUTURE WARS 5 

GABRIEL KNIGHT 14 

GATEWAY 9 

GATEWAY 2: HOMEWQRLD 15 
GEEKWAO 11 


TO GET OUR 
NEW UPDATED 
PRICE SHEET 
Coll 800-377-8578 

IflConodo, (oH 605-339-2060 
Well mall or FAX our 

latest prire sheet with all 
ourmrentlillesi 


GOBLINS QUEST 3 
GOLD OF THE AZTECS 
GRANDEST FLEET 
GREAT NAVAL DAHLES 
GREAT NAVAL BAnLES2 
GREAT WAR 
HARPOON 2 
HEART OF CHINA -VGA 
HIGH COMMAND 
HUMANS 
INCA 
INCA 2 

INDY CAR RACING 
INDY JONES FATEATUNTIS 


MERCHANT PRINCE 24 

METAL 8 LACE 23 

MIGHTSMAGICS:DARXSIDE 15 
MORTAL KOMBAT 15 

NFL COACHES CLUB 13 

NHL HOCKEY 17 

NOMAD 7 

OPERATION CRUSADER 25 

OUPOST 19 

OUT OF THIS WORLD 12 

PANZER GENERAL 25 

PERFECT GENERAL 15 

PLANETSOCCER 17 

POLICE QUEST 1- VGA 9 

POLICEQUEST3-VGA 12 

POWERHITS: MOVIES 12 

POWERHITSiBATTLETECH 19 

PRINCE OF PERSIA 15 

PRINCE OF PERSIA 2 23 

PRIVATEER 19 

PRIVATEER SPEECH PACK 5 

PRO LEAGUE BB '94 16 

PUNISHER 5 

OUARANTINE 24 

RAPTOR (REG VERSION) 15 


BED BARON VGA 
RETURN OF THE PHANTOM 
RETURN TO ZORK 
RISE OF THE DRAGON -VGA 
RISE OF THE TRIAD 
ROAD TO THE FINAL FOUR 
ROBINSON'S REQUIEM 
ROCKETEER 

RULES OF ENGAGEMENT 
SAM 8 MAX: HIT THE ROAD 
SEALTEAM 

SEARCH FOR THE KING 

SECRET WEAPONS LUFTWAF 

SHADOW CASTER 

SIERRA AWARD WINNERS 

SILPHEED 

SILVERBALL 

SIM CITY 

SIMON THE SORCERER 
SPACE QUEST 1- VGA 
SPACE QUEST 2 -EGA 
SPACE QUEST 4 -VGA 
SPACE QUEST 5 -VGA 
SPACE SIM ( MICROSOFT) 
SPACEWARD HOI 
SPECTRE 
SPECTRE Vfl 
SPELLCASTING 101 
SPELLCASTING 201 
SPELLCASTING 301 
STAR CRUSADER 
STAR TREK 25THANN1V 
STAR WARS CHESS 
STARSHIP: COMMAND ADV 
STELUR 7 
STREET FIGHTER 2 
STRIKE COMMANDER 
STRIKE SQUAD 
STRONGHOLD 
SUMMONING 
SWORD QUEST 
SYSTEM SHOCK 
TAKE-A-BREAK PINBALL 
TERMINATOR 
TERMINATOR 2029 
TERMINATOR 2029: OPEHAT 


TFX 


19 


THE PROPHECY 8 

THEATRE OF DEATH 16 

THEME PARK 25 

THEXDER 6 

THEXDER 2 8 

TIE FIGHTER 28 

TORNADO 12 

TRISTAN PINBALL 10 

ULTIMAS 21 

ULTIMA UNDERWORLD 2 19 

ULTIMATE DOMAIN 15 

ULTRA0OTS 14 

VAXINE 7 

VIKINGS 2 29 

WALLS OF ROME 18 

WAR IN RUSSIA 23 

WARLORDS 2 25 

WELLTRIS 9 

WING COMMANDER AO-ONS CALL 
WOLF 15 

WOLFPACK 11 

WONDERUND 8 

WORDTRIS 15 

WW2AIR FORCE COMMAND 10 
X-COM UFO DEFENSE 26 

X-WING 17 


Prices S mllabilify subject 
lo change. Call Toll Free lor 
current titles ana those not 
hsied-we Ve got lots more! 
AH Used Games are 
complete <S virus free with 
original box. tfocume/jMf/OTi 
& disks. System 


All Si 


'S are 


replaced with same title. 
Free shipping (Regular 
Ground) in the continental 
USA on orders over $150. 
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HOT SELLERS 


GAMES 


21 AND OVER 


Dork Forces 

$42.00 

Dream Machine 

$35.00 

Kinq$ Quesl VII 

$32.00 

Hot Slots 

$35.00 

Virtual Pool 

$38.00 

Sey More Butts II 

$39.00 

Command Conquer 

$48.00 

Mind Teazze 1,2 

$29.00 

DiscWorld 

$29.00 

Ncuro Dancer 

$32.00 

System Shock 

$25.00 

Night Watch 2 

$32.00 

Lemmings Chronicles 

$19.00 

Pleasure Zone 

$29.00 

Flight Unlimited 

$42.00 

Private Prison 

$39.00 

Slip Stream 5000 

FX Fighter 

$35.00 

Scissors N Stones 

$29.00 

$35.00 

Space Sirens 

$39.00 

Rise of the Triad 

$22.00 

Space Sirens 2 

$42.00 

Terminal Velocity 

$28.00 

Tokio Night Life 

$35.00 

CATALOGS AVAIUBIE 


OVER 300 ADULT TITLES 


ORDER NOW! 
1 - 800 - 560-0234 

Return policy: We will only accept and refund uiiupctied items. 

Relumed Items are subject to l3% rcstocUng fee. Shlppine charges are nut 
refundable. We will replace any defectne item with no charge witliin llOdaysof|iurchase. 

Order liifurtnation: Minimum shipping k liaiidliiig is $4.50 for UPS Ground. 

Otiier rates apply for next day delivery. Adtf additional Sfi.Ofl for C.O.U. orders. C.O.D. 
orders must M paid ty ceniTied check or money order. 

Hicre isnoSurcliacge on Credit Card orders. Persunal check orders, will be shipped after the 
check is cicaicd. The price and availability are sitbjeci to change without notice, 
iioiuc of the software listed Is OEM bimdted. OEM only sold willi new har dware 


lleneCourlJldgaLollS jsSSSi 'mm; rTTl FTl I 

Belle MGod,NJ 08502 WUSm hm I&IU I 



PHANTASMAGORIA $51 

MECHWARRI0R2 $44 

MAGIC CARPET 2 $42 

3D ULTRA PINBALL $ 39 

WARCRAFT2 $45 

COMMAND AND CONQUER $ 48 
VIRTUAL POOL $40 

DARK FORCES $44 

ALLIED GENERAL $44 

DUST S42 

NBA LIVE 95 $45 


WING COMMANDER IV $48 

STONEKEEP $52 

FLIGHT UNLIMITED $46 

U.S. NAVY FIGHTERS GOLD $45 

(Incliiiles U.S. Marine Fighters) 

RIDDLE OF MASTER LU $42 

STAR TREK: A FINAL UNITY S 46 

THE NEED FOR SPEED $44 

PGA TOUR 96 $45 


NFL CHAMPIONSHIP FOOTBALL $46 
CASINO TOURNAMENT OF CHAMP $41 


TO ORDER 1-800-717-6243 

FAX ORDER 1-310-493-1760 
Sorry No Refunds 
Shipping $7 Overnight (Most Arons) 


Visa, Mastercard, Discover, Amex 
Money Orders, Checks (Checks Held 4 Weeks) 
Price & AvailabilHy Subjeci To Change 
All Games are PC Full Retail Box Version 




(..,\l t IMtOM • It Ml) l.^l^.Al,lmit(t^ Bivd. • .Sviili’ 2I1.'' • l.os Al.iitiilos, CA yit'2ll 
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SAY NO TO HIGH PRICES!! 

Order from us today and start saving right away! Choose one of the latest titles or 
pick from our vast selection of pre-owned software. Either way you receive your 
games along with prompt professional service at a great pi'ice. 

GIVE US A CALL TODAY AND SEE FOR YOURSELF! 


USED CD GAMES 


1st Degree 

29 

Death Gate 

20 

Menzoberanzen 

21 

AcesorPacific 

19 

Doom 2 

24 

Myst 

29 

Al-Qadim 

27 

Dragonlorc 

18 

NascarRacing 

25 

Amazon 

16 

Dungeon Masl2 

23 

Oulposl 

16 

Armoured Fist 

26 

Ecsiatica 

14 

Phiuilasmagoria 

32 

Apaelie 

29 

Falcon Gold 

32 

Piralc.s Gold 

24 

ArlhurTeacher 

15 

Full Throttle 

28 

Renegade Jacob 

15 

A.scend;incy 

27 

FX Fighter 

29 

Return to Zoik 

16 

Atari 2600 Pack 

!7 

Gabriel Knight 

17 

RiscoflheTriad 

17 

Betrayal Krondor 1 8 

Great Nava! 3 

21 

Sam & Max 

16 

Bureau 13 

19 

Hardball 5 

26 

Star Trek Unity 

29 

Corel Draw 4 

39 

Hell 

16 

Term Vclosily 

21 

Corridor? 

15 

High Sea.sTrder 

26 

Undera Killing 

36 

Crystal Calibuni 

12 

Iron Helix 

12 

Virtual Vegas 

13 

Cyberia 

18 

JMneiimonic 

17 

Wheel of Fortune 17 

Dark Forces 

30 

Jutland 

15 

XCom 

25 

Dark Sun 2 

19 

Ma-sterofMagic 

24 

X Com 2 

27 

Day ofTentacle 

18 

MasierofOrion 

24 

WingComand3 

33 


LATEST NEW CD TITLES! 


1 ITh Hour 

50 

Ravenloft2 

19 

7th Guest 

12 

Rebel Assault 2 

50 

Allied General 

40 

Steel Panthers 

42 

Anvil of Dawn 

37 

Stonekeep 

45 

Crusader No Remor.se 

52 

The Dig 

50 

Daggerfall: Arcna2 

54 

Warcraft 2 

48 

Destruction Derby 
Duke Nukem 3D 3.5" 
Dungeon Keeper 

From Page Fball 96 

42 

32 

53 

51 

Wing Commander 4 

ADULT 

55 




Gabriel Knight 2 

50 

3D Dream Girl Pack 

20 

Great Naval Battles 4 

45 

Biondage 

25 

Hexeii 

52 

FAOPlaliiuim 

27 

Magic Carpet 2 

46 

GirlfriendSuzi 

29 

Monty Waste Time 

25 

Nightwatch 

38 

Mortal Kombat 3 

50 

SpaccSirens 

29 

NBA Jam 

50 

Traci 1 Love You 

21 

Panzer General 

15 

Vampires Kiss 

38 



EaccIIi'i 


Bare 

Bones 

Software 


1-800-638-1123 

Cusloincr Service: 3()4o62- 1 609 
i-AX:304-562-l6l0 


3060 Rl 60 E Hurricane WV 2.5326 
Open I0-8 M-Th 10-5 F 12-5 Sat 


Coin|iiereclyoiirdarkforce.s? Reached your 1 Itlihour? 
No longer under a killing moon? 

SEl.L YOUR SOFTWARE FOR SOMICTTIING NEW! 

I'iix or scud us your liM for prompt reply! Top priecs piiid! Orertt new & U‘.ed 
sclectiunl Over25()OC[1'.saiiddisks(ye.'>. we have floppies tool) l-rce adult list 
tmu.st hoover 21!) l-'ull .10 day guarantee cm all titles new or used. 


rallourHBS: 

Uitesl List 
304-.‘i62-l608 
We Accept: 


con 



Circle Reader Service #230 



VERTROMIX, me, 
230 Plqxg Professional Bldg 
El Cerrito, CA 94530 



1 - 800 - 478-0217 

Info: 510-S27-4699, Fax: 510-527-4690 

FREE SHIPPING AND CD! 

on all game orders over$1 00 (con fin. US) 

Visa, MC, AmEx, Checks, MOs, COOs 



SWEETHEART VALENTINE SPECIALS: FREE SHIPPING! 


Crusader: No Remorse, Screamer, 
DaggerFall, Rebel Assault 2, Cyberia 2 

Any OME title above for $38 Limited Quantities!! 

w/ony other gome $34 ORDER NOW!!! 

w/over $ 1 00 order $29 FREE SHIPPING on Pre-orders!!! 

WE’ 

LL MATCH OR BEAT ANY ADVERTISED PRICE! 


IBM GAMES CD 


7lh Fleet MI 

1 I til Hour S49 

1944 Across Khitie S47 

Absolute Zero S45 

Atcsofthel>fep2 Call 

AD&rj Meiizohermnzan .. S 20 

/^{cofRmes Ciiil 

AH-64D Longbow S47 

Alice S40 

Alien l^glc S20 

Allied General a4 1 

Aj>achc S45 

Ascendancy S43 

Assiiull Poker S37 

Atmosphere S31 

HatUceniiscraOOOAD S46 

lilillledronie S36 

Battleground Gelt>’sbiirg S39 

Baffles <n Time 839 

Beat the House S32 

Hcavts& Bullhead S34 

Beneath Steel Sky 825 

Big Red Adventure S42 

Big 3 S29 

BloForge S42 

Blood Bowl S32 

Brain Dead 13 S37 

Bureau 13 S25 

Campaign S27 

Casino S34 

Castles 2 325 

Cfironomasfer 847 

Command Aces of Deep. . . 346 

CommandStConquer 345 

Congo; The Movie 337 

Corridor 7 820 

Cybeij'udos 834 

CyberMage S4S 

Cyberspeed 339 

Cyrlones 810 

Dnggerfall SSO 

Darkseed II 847 

IX-iidlInc S4 1 

Death Keep 938 

Oestruefion Derby 839 

The Dig 848 

DivaX 935 

Domlnus 934 

Dtxim 2 840 

Doom 2 Manta S 8 

Dragons l.alr 828 

Dream Machine II 839 

Druid 845 

Dungeon Keeper 846 

Dungeon Master II 837 

Bmptre 2 834 


IBM GAMES CD 


Enfomorph 836 

Escalation 834 

ESPN;NBAAlrBorne95 .. S4I 
ESPN; Extreme Games . . . 839 

Expt^f No Mercy 839 

Extractors 834 

Extreme Pinball 842 

F- 1 6 Fight Falcon 845 

Fade to Black 84 1 

Fleet Defender Gold 845 

FPS Football Pro 96 850 

Frankenstein 837 

Front Lines 837 

Full Throttle 843 

Gabriel fCm'ghI 2 SSJ 

Goidlrcc Engine 925 

Grandest Fleet S27 

Hardball 5 841 

Harpoon Classic S17 

Harjioon II 844 

ffaruesicr 846 

Heart of Darkne-ss S55 

Hell 818 

HiTOIlc 850 

/Zeroes of MSlAI 840 

HI Octane 839 

High Seas Trader 837 

The Hive 839 

Ice and Fire 846 

Indiana Jones Fate Atl ... . 820 

IndyCar Racing II 849 

Iron Assault 837 

Jack the Rlpjjer 846 

JetSkI Rage 939 

Jewels of Oracle 840 

Johnny Mnemonic 839 

Jutland .925 

Kingdom Far licaches .943 

Knight Moves 929 

l.iinds of Lore 2 855 

l.eglons 934 

Locus 849 

l.ortls of the Realm 840 

The Lost Admiral // Call 

Lost In Touni 845 

Mtuibus '. 832 

Madden's NFL 96 840 

Miigic Carpel II 843 

Magzone 844 

Marine Fighters 928 

Master of Ajilarcs 842 

Master of Orion 838 

Maximum Surge 849 

This Means War! 844 

MechWarrior2 845 

MechWarrlor Expansion Pack 831 


IBM GAMES CD 


Mcliil & Lace 833 

Metal I/jrds 837 

MM Power Rangers 819 

Mortal Kombal HI 847 

MS Flight simulators.! .. 845 

Mysl 843 

NQScari?acing 827 

NBA Airborne 95 839 

NBAJamforWln'DS 345 

NBA Live 96 341 

Need for Speetl 945 

Opcrallon Europe 936 

Orion Conspiracy 842 

Panzer Oencral 821 

Pajr/mperia2 842 

Phantasmagoria 847 

Pizza Tycoon S3H 

Police guest V.-Sutal 85i 

Psychic Detective 845 

P.sychotron 826 

Riivcnloft 2; Stn I'roph ... 846 

rbivenloft Strand 818 

Raven Project 846 

Wed Ghost 839 

Riddles o/'Ma.sferLu 845 

Ripper Call 

Rise ofTrlad 825 

Road to Final 4 838 

Scroll 842 

Seal Team S19 

Shadows Cairn 823 

Sliannara 839 

Shanghai Great Morn 844 

Shell Shock 338 

Sllenl Hunler 939 

Sliverload 840 

Sim Tower 835 

Sllp.slrcam 5000 835 

Space Bucks 841 

Space Hulk 819 

Spacetvarci Ho 829 

S[)ycrari 849 

Star Control III 846 

Star Trek Deep Space 9 . . . Call 

Star Trek Emlssiity S46 

SlarTrck TNG Final S43 

Strike Commander 819 

Super SF 2 Turbo 832 

Syndicate Plus 819 

Synergist 839 

T2;FuJure Shock 844 

Terminal Veloelly 835 

Tennlnalor2; Future Shock 844 

Terra Nova 855 

Thunderscape 845 

Top Gun CD 839 


IBM GAMES CD 


Torin's Passage 849 

USS TIcondaroga 834 

Virtual Corporation 844 

Virtuoso 839 

Voyeur 845 

War Craft 838 

War Craft II S43 

Warhammer 846 

WC Armada S42 

wen Grand Pru 2 844 

Wet Lands 832 

Wing Commd. tV 849 

Wings of Glory S40 

Wipe Out 839 

Wooden Shipsand Iron Men 840 

Wukung 825 

Year Round Sporls 820 

Zedas Call 

Zorro S30 


JOYSTICKS 


GrauLs Gamepad 8 25 

Gravis Phoenix S 82 

Gravis FlreQIrd S 65 

Logitech Wingman 8 25 


MS Sidewinder 3D Pro . . S 45 


HOT ADULT TinES! 


Adult Movie Almanac 845 

Adult Sampler 812 

Awesome Aslans 827 

Bachelor Party 2 825 

Blackboard Jungle anime. . . 823 

Blondage 826 

Cheap & Dirty S19 

Cheeky Chics 822 

Climax 820 

CD Drolhel 824 

Demon School anlme .... S23 

Depraved Fanlasles2 829 

Dirty Bob's Excel Adv .... 325 

Dirty DuoJ 828 

Doors of Pas.slon 823 

Dream Girls X S26 

Dream Machine 839 

Eruption 818 

Extreme Gall S18 

FAO Vol I 827 

Girls will be Boys 3 826 

Glowing Icon 4 Pack 840 

Heather's Home Mov 822 

Hidden Obscs.sions SIS 

Hot Ixners 820 

Hot Pics 825 

Hot Slots 835 


HOT ADULT TITLES! 


House of Dreams 826 

Hustler Honey Cent 826 

insatiable 818 

Lacefit Lingerie S12 

L’ellblr D'amorc anlme ... S23 

Luscious Lips 820 

Maddams Family 837 

Man Enough 836 

Mark of Zara S19 

Massive Melons 828 

Mirage 840 

Nasty Nurses 827 

Naughty Pussies 822 

New Machine 6 Pack .... 838 

Nlghtwatch 2 835 

Party Time 818 

Pink Sheets 820 

Pleasure in Paradise 927 

Porn Assyliim 820 

Pretly Women S 8 

Zhtssg Called Wanda 2 . . 818 

Pussy Galore 822 

Red Hot 822 

Samurai Pervert 835 

Satin Shots 828 

Sensuous Summer 927 

Sex 826 

Sex In Dang Places 826 

SEIXY 6 Pack 839 

Seymore Bulls 2 845 

Seymore's 6 Park 839 

Songbird 820 

Space Sirens 838 

Space Sirens 2 848 

Straight A's 826 

Strip Poker Intern 825 

Superstars of Jap. Pom. . . 832 

Swimsuit 812 

Tokyo Night Life 840 

Urotbukldoji 3 Disk Set. . . 838 

Vampire’s Kiss 836 

Virtual Vaien'e 2 838 

Virtual Vixens 330 

Wliai's your Name 829 


Oucr 18 yrs. oj age please! 

and Many Morel! We have 
thousands of Games Si. Adult titles 
in stock.'.' Call /or other litlesll 
We build systems to your 
conpgurationi 


Overnight, 2-day. or other shipping — call! CA residents add sales tax. Not responsible for typographical errors. 
Returns not accepted w/o prior approval. UPSG Shipping S6, Price and availability subj. to change w/o notice. 

Circle Reader Semce ffl74 













Mon-Fri 9am-7pm Satl0am-6pnn CST 1-800-237-6613 214-241-0724 FAX: 21 4-488-21 09 


OVER 1 400 TITLES IN STOCK! 




OVER 10Q0 NEW CD-ROM TITLES UNDER $30! 


WDN SHIPS/IRON 


DUKE NUKEM 


D 


Get a FREE copy of our cata®^with every order or download it from our BBS or web site^ 


Get our used title list at http://www.national-cdrom,com 

WE WILL MEET OR BEAT ANY PRICE IN THIS PUBLICATION! 


3-DUURAPINBlUL $39 

ACES OF THE R4CIFtC. $22 

ACES OVER EUROPE. $22 

ASCENDENCY $44 

BATMAN FOREVER $39 

BEAVIS & BUnHEAD.VIRT STUPID $36 

eRA!NDEA013 $38 

CAESAR 2 $53 

CIV NET $47 

COMMAND AND CONQUER $53 

CRUSADER: NO REMORSE $53 

DARK FORCES $29 

DARK SUN-WAKE OF RAVAGER $21 

DAY CT THE TENTACLE $25 

DOOM II $29 

DRAGONS LAIR. $29 

DUNGEON MASTER 2 $45 

ELEVENTH HOUR $53 

FRANKENSTEIN $46 

FRONT PAGE FOOTBALL '96 $48 

FUa THROTTLE $32 

FX FIGHTER $45 

GABRIEL KNIGHT $25 

GONE FISHING $42 

GRANEWASTER CHESS CHAMP S33 

HARDBALL 5 $45 

HARVESTER S46 

HEROES OF MIGHT a MAGIC $38 

HEXEN $49 

CEBTEAKER $35 

INTHE ISTD6GREE $53 

INDY CAR 2 $48 

JOURNEYMAN PROJECT 2 $59 

JOURNEYMAN PRJCT TURBO $25 

KING5QUEST5 $10 

K1NGSQUESI6 $19 

KINGS QUEST 7. $26 

LEISURE SUIT LARRY 6. $22 


MAD DOG MACREE 2. 
MAD DOG MACREE. 
MAGIC CARPET 2 
MAGIC: THE GATHERING 
MECH WARRIOR 2 
MENZ08ERRAN2AN. 
MONTY PYTHONS. 


<5 386 

LODE RUNNER. 


Trade-in your old CD's towards new titles! Coll us today for best prices! 


NASCAR RACING. $29 

NEED FOR SPEED $53 

NHL HCXJKEY 96 $45 

NOCIROPOUS $49 

OUtPOST, $29 

RANTER GENERAL $19 

PAXIMPERtA2 $46 

PHANTASMAGORIA $59 

PINBALL FAf-lTASlES $33 

PriTALL; MAYAN ADVENTURE $49 
POLICE QUEST 4. $25 

TTAVENLOFT. $19 

REBEL ASSAULT. $26 

REBEL ASSAULT 2 $49 

RETURN TO ZORK. $22 

RISE OF THE ROBOTS. $26 

RISE OF THE TRIAD. $29 

SAM AND MAX HIT THE ROAD. $22 
SEVENTH GUEST, $25 

SHANARA $34 

SHIVERS $37 

SIM CRY 2000. $29 

SIM CRY ENHANCED. $19 

SIM ISLE $36 

SIM TOWER $36 

STAR CONTROL 3 $46 

STAR TREK TECH MANUAL $39 

STRIKE SQUAD Sl9 

THE DIG $49 

HE FIGHTER $47 

lORINS PASSAGE $50 

ULTIMATE DOOM $39 


F FIGHTER 
VIRTUAL PCXJL 
VIRIUAL VEGAS TURBO 
VOYEUR 
WAR CRAFT 
WARCRAFT2 
WARLORDS 2 DELUXE 
WING COMMANDER 3 


$59 

$55 


WIPEOUT 
WITCHHAVEN $49 

WOLF $19 

X-COM:TERROR FROM DEEP $44 
X-WING COLLECTORS $34 

YOU DONT KNOW JACK $39 

ZONE RAIDERS $43 

ZORK ANTHOLOGY $19 


CRISIS SCRNSVR $34 
ODE0 1 $24 

OOEO 2 $24 

OOEO 3 $24 


LA BLUE GIRL 2 $24 

PROJECT A-KO SCREENSAVER $34 
RAjgMA 1/2 SCREENSAVER $34 
RECORD OF LODOSS WAR V. 1 $24 
RECORD OF LODOSS WAR V. 2 $24 
RECORD OF LODOSS WAR V. 3 $24 
RECORD OF LODOSS WAR V. 4 $24 
lENCHIMLIVO SCREENSAVER $34 


UROISUKIOOJI I 3 RACK 


ALL BEAUTIES 
ALL NIGHT LONG 
AMAIEUR MODELS 3 
AMATEUR PHOTO GAUERV 
AMOROUS ASLAN 6I5LS 
ARCUS SAMPLER 
ASIAN FANTASY GIRLS 

ASIAN PALAHE 
BAD GIRLS 
6LONDAGE 
BUSIY BABES 3 
CAIIFORNA BEAUTIES 
CELEBRITY NUDES 
CRYSTAL FANTASY 
DANISH FAMtASlES 
DEEP THROAT GIRLS 
DEEP THROAT GIRLS 2 
DKSfTAL MUGH1 1 
DIGITAL DEUGHIS 2 
DIGITAL DREAMS II 
DIRTY DUO 
DREAM MACHINE 
EAGER BEAVERS 
EROnC GAME SAMPLER 
EROTIC ILLUSIONS SAMPLER 
EROTIC VIRTUAL SAMPLER DP 
FANTASY UFESIVlES 
FAOGOLD 1 
FCflBIOOEN PLEASURES 
FOREVER YOUNG 
FOXES 

GIRLFRIEND TERI 
SBLS IN VMD I 
FODEN C»SESSIONS 
HIGH CLASS FANTASIES 
HIGH SOCIETY HOT WIRE 
HOI GIRLS 
HOI PCS 


$15 IMMORAL COMBAT 
$19 INTIMATE FOSSIBILITIES 
$25 KEYHOLE FANTASIES II 
S23 LUSCIOUS LADIES 
$19 LUST 

$10 MADAMS FAMILY 

S29 MY PRIVATE CCXLECTION I 

$29 NEW MACHINE 6 PAK 2 

$25 NEW WAVE HOOKERS 2 

$25 NIGHT WATCH 2 

$26 ORIENIAL BABES 

$29 OBENTAL FAtJIASY 

$29 (DRIENIAL STARS 

$25 PENTHOUSE PHOTO SHOOT 4 

$44 PENtHOUSESELECTAPEI2 

$29 PEEPSHOW2 

$23 PHOTO GALLERY 

$21 PtXJS ADULT SAMPLER 

$29 PLAYBOY SCREEN SAVER 

$22 PLEASURE ZONES 

$19 POKER PARTY 

$29 PRfVAIELINE 

$45 SEALED WRH A KISS 

$25 SEYMOix? aims 2 

$10 SOUTHERN BEAUTIES 

$10 SPACE SIRENS 2 

$ 7 SWEET CHEEKS 

$25 SWIMSUIT AND UNGERIE 

$29 laA TO THE MAXI 

$33 TASTE OF EROTICA 2 

$19 TOKYO NiGHTllFE 

$25 TRACI I LOVE YOU 

$34 TWENIV-ONE CLUB 

$19 VAMPIRE KISS 

$26 VIXBiNSa 

$29 VIRTUAL VALERIE 2 

$36 WORLD OF PIN UPS 

$22 WORLDS BEST BREASTS 

$25 WORLDS BEST BUTTS 



DON'T GET STUCK WITH A LEMON! 

We offer the only NO RISK lotuin Dolicy 
If you ate rvDt sotisfied witti your purchase, 
you moY return rt within 30 days ond 
exchonge il lot something elsel 


National CD-ROM 
11005 Indian Trail Suita lOI-d 
Dallas, Texas 752Z9 
(800) CDRON-1 3 (800) 237-661 3 
(2 1 4) 24 1 -0724 FRX (2 1 4) 488-2 1 09 
BBS (214)241-4754 

US, US Tariitoties a APO orders only, please. 


Price and ovalloblllty c 


iubject to change. U.S. orders- S5 Shipping for entire order, $10 UPS 2-dav, $1 8 UPS overnight. 



HELL 



k 


LIVE 



GROLIER ENC 96 
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falcon NORTHWl^ 

ddMPuireR systems.' . 

263 Sot^ SoyshofS Drive, Coos Soy,. OH 9242D' 
Pf04t^^69■O77S FiK:.(S4'lj267-2575;. 

■Mw,faicon,com.. 


“What’S even better than the outright speedJs- 
the thoughtfulness of the design. This is 
jffrobably the perfect PC for games.” .. 

- Computer Gomes Strategy Plus ' j 


K Standard Features as of 1/1/96; 

S Intel Pentium"' 133 MHz Processor - 

■ 1 00% Compatible with all PC Software 

H Falcon Dual Vollaye PCI Bus Motherboard - 

B Accepts 75-200 MHz CPU's! 

5 256K of 8 NonoseconcI Synchronous Burst Cache • NEWl 

9 64 Bit PCI Graphics Accelerator with 1 Megabyte 

I 1 080 megabyte MODE 4 1 0 ms Enhanced IDE Hard Drive - NEW! 

8 megabytes of 60 ns EDO RAM expandable to 128 -NEW! 
140 ms 8 Speed Caddyless CD-ROM Drive - NEW! 

Creative Labs Soundblaster 1 6"' & Shielded Mulliinedio Speakers 

CH Products Flightstick PRO High Speed 
Dual Gameports 

14" SVGA Non-Interlaced Monitor, .28dp, Full-Screen 
1 01 Key Ergonomic Keyboard with Wrist Rest 
3 Button Serial Mouse with Mousepnd 
Windows 95'“ on CD 

Microsoft DIRECT X drivers for Serious Windows 95'“ 
Gaming Included! 

One Year Ports & Labor Warranty Including One Year On-Sile 
Service 

1 6550 UARTS, Customized BIOS*, Temperature Sensitive Fans 
and many other unique FealuresI 


-7'. ' ' ■ ■ ' "Perfecllonl 

'This system i§ well wprth ths money.,.'/. 


“if you want fb do all oiit'fof-ganifts, tile 
• Falcon is the betd bet for your money.*^ 

, ’ / CompbtprGqirilnll'iypHci 


To Order Call: 

1 -800-258-6778 

VISA, MasterCard & Discover Accepted. 

Tfodotnarks pr« Ihe properly of Ihcir respective owners. Optionat equipment pictured. 


ftogi^arsorvH'' 


ADVERTISER IHDEX 


►free 

kS.i/ 

COMI’.W 

PKoinKri’ 

PACh: 

36 

7th l-cvoL inc. 

/Xrcadc America 

41 

242 

A&MRcco:xls 

MonstcrMagnel/Soiiiidgarden 

152 

67 

Acctoiii) [^ntcitaiiiJiK-iit 

BaUiian PC/CDRom 

135 

67 

Acclaim hliitcrlainnicnit 

Rise 11 

178-179 

40 

Accolade 

! laniball 5 

177 

’ 

Acer America Coiponilioii 

Aspire Computers 

38-39 

235 

Action Software 

Mail Order Products 

242 

42 

Acti\isioii 

Meclns'arTior2 

185 

W 

Aclivi>ion 

Zork Nemesis 

106 

37 

/^division 

Spycraft: 'llic Great Came 

30-3! 

293 

Acti'i'iion 

Hsperbkide 

11 

44 

Advanced C^av^^ 

CoreJoystick 

173 

44 

.-VlvaiKod Craviv 

GRIP 

136 

261 

American Power Comersion 

Back-UPSPro 

197 -IW 

294 

/Vine! Records 

'Ihc Dig Soundtrack 

139 

243 

Atari Corporation 

Tempest 2000 

257,259 

230 

Bare Bones Software 

Bity & Sell Pre-Owned Softwsird 

242 

50 

Bctliesda Softworks 

Tcnninafor/i’iiliuc Shock 

175 

38 

Blizzard Entertainment 

VVarCnift 11 

24-25 

38 

Blizzard Entertainment 

WarCraft.Mac 

65 

54 

CAKlOMUSAInc. 

Fox Hunt 

16S-169 

236 

CalCD-Rotn 

Mail Order Products 

242 

59 

CH Products 

F-16 joysticks 

229 

195 

Chips A- Bits 

Mail Order Adult 

252-253 

63 

Cliips &• Bits 

Pinball World 

219 

64 

Chips Bits 

Virtual Corporation 

213 

68 

Chips & Bits 

Mail Order Products 

98-103 

61 

Chips & Bits 

Role-Pla\itvg& Board Games 

104-105 


Coiiimhia House 

CD-ROM 

125 

74 

Cwnpiiler l:'.’q)rev. 

Mail Order Products 

116-121 

78 

Creative I jIxs 

3DHliLsler 

34-35 

188 

DavidsonySiiiKin & Schastcr 

Maurice /\shley Teaches Chess 

163 

79 

Diamond Multimedia Sv^tems 

BomlicrAd 

42-43 

81 

DigiUd Hchires 

Quarteihack.Atlack 

170 

298 

DLsiiej’ Interactive 

Game Break 

167 

SS 

Bgcrhilxs 

Hie 1 lead-On Modem 

81 

89 

EIccivonic.Ails 

lAx’liic Detective 

4-5 

150 

EiecOotiicAiis 

Need forSpecd/Fade to Black 

260-261 

90 

Electronic Arts 

Dungeon Ks-eper 

224-225 

218 • 

Hectronic/\rLs 

Syndicate WlinAIapc Carpet 2 

126-129 


Epic MegaGames, Inc, 

'I’yrian 

29 

92 

Falcon Northwest 

Falcon MACllV 

245 

70 

I'ormGen.inc- 

Duke Nuke’em 3-D 

C2-P1 

84 

Forte Teehnolopcs, Inc. 

\T7v-! (leliiiel 

2-3 

93 

CTamer’s C3old 

Mail Order Products 

241 

244 

CTE Entertainment 

NOVV Championship Baskelhall 

56-57 

240 

C7I'E ir'.ntertainmenl 

EF-20tXI 

152-155 

217 

EMOTION Inteniclive 

Virtual Chess 

85 

201 

lnteract.'\cccs.s*)ries, Inc. 

IN'llvllACI' IC Came Accessories 

265 

105 

Interactive Magic 

Star Riinger 

23 

107 

Interactive Magic 

Capitalism 

211 

65 

Interislay Productions, Inc. 

\\4iipliisli 

150 

66 

Intcrplirvftoductions, Inc. 

Descent 11 

233-235 

216 

Ivt: 

Deadly Skies 

192 

111 

KOEI 

Romancing Part W 

217 

251 

Lnnce 1 (affner Game.s 

Courlside College Basketball 

238 

114 

lAicav\its Entertainment Co. 

Rebcl-Assanlt 2 

71 

131) 

Maxi.s 

Fuin lit! Pinball 

132 

222 

Mavis 

SiniCity.Simisle, Payoff 

189.191,193 

255 

Maxis 

Mindwarp Teaser 

231 

\r 

Microfonim 

liApett No Mercy 

145 


(,:OMP.\NV 

PRODUirr 

p.\(;i'; 

MicroProse 

i\T 1 G Desktop 'Ihemes 

190 

MicroPnisc 

Master of Antates 

115 

MicroPnKe 

ClV20fl(l 

160-161 

Microsoft Coipomlion 

Golf 

237 

Military Sinuilations. Inc. 

I'lgliting 1‘alcon.s 

221 

Mission Control 

Mai! Order Products 

249 

Mission Control 

inferartiw Quarterly 

251 

Mi’G-Net 

Multi-Player Games Nehvork 

204-205 

National C!>ROM 

■Mail Order Products 

244 

New World Comptiling 

Anvil of Dawn 

8-9 

New World Computing 

Chaos Overlords 

78 

Nnvaslar C'ame Company 

Wargiunes 

154 

ORIGIN S>^:tems, Inc. 

ORIGIN Ixjgo 

73 

ORIGIN .Systems, Inc. 

CylicrMage 

52-53 

OWGIN Systems, fnc. 

Wing Commander IV 

C4 

ORIGIN Systems, Inc. 

Crusader 

91 

Papyrus 

IndyCarRacingli 

87 

Philips Media 

lighter Dud 

187 

Philips Mediii 

Bum Cycle 

63 

Philips Media 

Aicii Odyvsey 

113 

Philips Scmicondiickirs 

Paradise 

165 

Playmates Interactive 

into tlie Void 

no- 111 

Pulse Entertainment 

Bad Mojo 

48-49 

SiUKtuaryU'rwds 

Riddle of Master Ui 

201 

Saiirtuary Woods 

Lion 

215 

Sierra On-line, Inc. 

Aicient Empires 

206 

Siena On-line, Inc. 

Space Bucks 

180 

Sir-Te'ch 

Gold 

55 

Sir-'!cch 

Bobsled Contest 

147 

Sir-Tech 

Druid 

15 

Sony Interactive Entertainmeiil 

Simon 'Hie Sorcerer 

114 

Sony hileraclive Enicriainniciit 

.'Wsault Rig. 

158 

S[)ectnini Ivlcclronics 

Mail Order Prodiids 

239 

Spectrum MoloBylc 

Grand Pitdl 

77 

S|X.'ctrum f loloByte 

'iupGun 

203 

Spectmm 1 IcjloByte 

Grand Prix Manager 

183 

Stereo Graphics 

Simnleyes\’R Goggles 

156 

Strategic Simulations, Inc. 

SL,'-27 

157 

.Strati^c Siiinilatioivs, Inc. 

Silent Hunter 

226 

Strategic Simulations, Inc. 

GNB4 

223 

Slmlegic Simulations, Inc. 

Ren^de 

I.S.8 

Take 2 Interactive Software 

13ip|)er 

17-19 

'!he Avalon Hill Came Cn. 

W'ooden Ships & Iron .Men 

21 

'niunderSealTechnoIogie.s 

’niiiiiderSeat 

140 

'lime Warner Heetronic Piib’g 

QinQin 

88-89 

'lline Warner Interactiv’e C-roiip 

3D Table Sports 

27 

’IKIM^3RK IntcracKve 

■IheHive 

iVDec 

United CD-ROM 

Mall Order Products 

240 

Vertionix. Inc. 

Mail Order IVoducls 

243 

Viacom New Media 

Deep Space9,.. 

47 

Viacom New .Media 

Congo 

HI 

\3acotnNew Media 

Beam&-Butlhead 

149 

Virgin Intctaclivx; Enlcrlainment 

Zone Raiders 

61 

Viipn Interactive linlcrtainmcnt 

Seteamer 

69 

N'iigin Interactive Kiitcrtainment 

iithllour 

66-67 

Virgin Interactive Entertainment 

Toonsfnjck 

153.155 

\'irgin Interactive Entertainment 

Terra Nova 

195 

>iilrix Entertainmcirf 

CylK'ria2 

109 

Yiiinalia Coqs. of Anerica 

DB50XG!iere 

209 


'I’/mse sec ixh'ertisemenl for contort information 


■►free 

215 

214 

128 

129 

199 

196 

135 

192 

139 

137 

219 

142 

142 

142 

142 

143 

138 

145 

144 

213 

77 

148 

152 

150 

153 

161 

162 

162 

162 

163 

163 

190 

157 

158 

157 

223 

206 

207 

209 

212 

154 

167 

12 ! 

176 

171 

193 

174 

175 

ra 

177 

184 

185 

185 

239 

186 

299 

182 






CIRCLE FOR FREE INFORMATION 


Void after May 31,1996 


001 

002 

003 

004 

005 

006 

007 

008 

009 

010 

Oil 

012 

013 

014 

015 

016 

017 

018 

019 

020 

021 

022 

023 

024 

026 

027 

028 

029 

030 

031 

032 

033 

034 

035 

036 

037 

038 

039 

040 

041 

042 

043 

044 

045 

046 

047 

048 

049 

051 

052 

053 

054 

055 

056 

057 

058 

059 

060 

061 

062 

063 

064 

065 

066 

06? 

068 

069 

070 

071 

072 

073 

074 

076 

077 

078 

079 

080 

081 

082 

083 

084 

085 

086 

087 

088 

089 

090 

091 

092 

093 

094 

095 

096 

097 

098 

099 

101 

102 

103 

104 

105 

106 

107 

108 

109 

110 

111 

112 

113 

114 

115 

116 

117 

118 

119 

120 

121 

122 

123 
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126 

127 

128 

129 

130 

131 

132 

133 

134 

135 

136 

13/ 

138 

139 

140 

141 

142 

143 

144 

145 

146 

147 

148 

149 

151 

152 

153 

154 

155 

156 

157 

158 

159 

160 

161 

162 

163 

164 

165 

166 

167 

168 

169 

170 

171 

172 

173 

174 

176 

177 

178 

179 

180 

181 

182 

183 

184 

185 

186 

187 

188 

189 

190 

191 

192 

193 

194 

195 

196 

197 

198 

199 

201 

202 

203 

204 

205 

206 

207 

208 

209 

210 

211 

212 

213 

214 

215 

216 

217 

218 

219 

220 

221 

222 

223 

224 

226 

227 

228 

229 

230 

231 

232 

233 

234 

235 

236 

237 

238 

239 

240 

241 

242 

243 

244 

245 

246 

247 

248 

249 

251 

252 

253 

254 

255 

256 

257 

258 

259 

260 

261 

262 

263 

264 

265 

266 

26/ 

268 

269 

270 

271 

272 

273 

274 

276 

277 

278 

279 

280 

281 

282 

283 

284 

285 

286 

287 

288 

289 

290 

291 

292 

293 

294 

295 

296 

297 

298 

299 

301 

302 

303 

304 

305 

306 

307 

308 

309 

310 

311 

312 

313 

314 

315 

316 

31/ 

318 

319 

320 

321 

322 

323 

324 

326 

327 

328 

329 

330 

331 

332 

333 

334 

335 

336 

337 

338 

339 

340 

341 

342 

343 

344 

345 

346 

347 

348 

349 

351 

352 

353 

354 

355 

356 

357 

358 

359 

360 

361 

362 

363 

364 

365 

366 

367 

368 

369 

370 

371 

372 

373 

374 

376 

377 

378 

379 

380 

381 

382 

383 

384 

385 

386 

38/ 

388 

389 

390 

391 

392 

393 

394 
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1 . What Is ihB higitesi level ol edocallon that 

S.Howollen 
[Check one 
01. □ Once a 

0 you usually buy coirpulei games! 

S’ 


Name 










CGW 



























03. □ 
04.0 
05. □ 


01.0IBMcotrpat®lnIelsland3rtl| 

02.0 Macintosh 

03.0 Amiga 

04.0 Dedicated game machine 
OS.ONone 

3. II Inlel. Mhal lEr«l?(Cneck one only) 
Ot.OPowerPC 

02.0 Pentium (586) 

03.0 486 

04.0 386 

05.0 286 
Do you 0 * 

aCD-ROH?(Checli one only) 
Ol.OOwn 

02. 0 Plan to buy (6 months) 



store 04.0 Computer slore chain 
lore 05.0 Direct Irom vendor 
lore 06.0 Mail order 


Dt gamer (Check one m each column) 


01. Strategy 



02. War/Military 




03. Role Playing 




04. Brain Teasers 




05. Card 




06. Sport 




07. ActioR/Arcade 




OB. Educational 




09. Adventure 





Title 

1 ’ 

Telephone 

' ■ 1 

Company Name 

1 ' : : 1 

Address 

1 ■ 1 ■ L_ ^ 1 

City 

U ^ ■ ■ ' 

State 

Zip 

J 


4. □ Please send me a one-year (12-issue) subscription to Computer Gaming World for S27.94 
(U.S. price); all olfier counlries add S16.00 for additional postage. 


tn a Hurry? Fax This Card To: 609-829-0692 






BUSINESS REPLY MAIL 

FIRST-CIASS MAIL PERMIT NO. 433 RIVERTON, NJ 


POSTAGE WILL BE PAID BY ADDRESSEE 

CaiVIPUTER 

GAIVIIIVG WORLD 

PO BOX 10126 
RIVERTON, NJ 08076-8626 


NO POSTAGE 
NECESSARY 
IF MAILED 
IN THE 

UNITED STATES 







Phone (201) 783-3600 • Fax (201) 783-3686 • FAXBACK Line (201) 783-3374 • http://www.iqmag.coni 

Send Orders To: Mission Control, 7 Oak Place, CGW0296, Montclair, NJ 07042 MC, Visa, Discover, Checks & Money Orders. Checks 
held 1 4 days. Please Include Phone #. Shipping $7 OVERNIGHT (most areas) Int’l Shipping $25. E-Mail MissionCd@aol.com 


a r i a n a 

NEW! Fmn Kxis 


Pictures 

All Night Long $24 

Asia X $39 

Bet Your Sweet Booty $24 
Beverly Hills Call Girls $29 
Busty Babes 3 $34 

EliteAmer Models I or 2 $24 

Elite Euro Models I or 2 $24 
Girls on Girls $39 

Private Photodisc #1 $34 

Select A Pet I or 2 $29 

Tabloid Beauties $34 


The RomAntic SixPak $29 
Tokyo Glamour Girls $39 
Visions of Erotica $39 


Newl 


Interactives 

Adv. of Seymore Butts 
Chameleons 
CyberStrip Blackjack 
CyberStrip Poker 
D. Debs. 2 Asian Invasion 
Dirty Tricks 
Dream Machine 
Dream Machine 2 
Fantasy After Dark 
Girlfriend Tracy 
Glimpses Interactive 


Tokyo Nightlife $49 

Vampire’s Kiss $59 

Venus Playhouse $39 

Virgins 3Temple/Virginicy $49 

Virtual Photodioot I -6 ea. $ 5 9 

Virtual Sex $49 

Virtually Yours 2 $59 

You're the Director $39 


Lady In Spain 
Priv^VidM Mag l,2oi 
Raunch 


Movies 


Dream Machine II 


Aduk Sbrs/Super Blondes $29 
Amateurs In Action 3 $29 
Anal Asian 2 $29 

Babes Illustrated 2 $34 

Blackbroad Jungle $29 
Bush Pilots $29 


Hollywood Body Double $49 
Intimate Possibilities $59 
Japan XXX Interactive 
Kama Sutra 

Men In Motion 
Nasty Parts 
NcuroDancer 
Nick Steel 
Nightwatch 3 
Ninja Nymphs 
PeepShow 
Pleasure Park 
Poker Party 
Porno Poker 
Private Prison 
Samurai Pervert 
Scissors N Stones 


INTERACTIVE QUARTERLY PRESENTS. . . « Internet 

the Buyer's Guide 
to Adult Software 

the new 

AM iMimaivE (D-ROH ■ copy nowi titles! 


Cheeks 
Daydreams 
Deep Tush 
Dirty Western 2 
Ginger Unlimited 
Heather Hunter Gold 
Hidden Obsessions 
Hooter Hunt 


$39 

$49 Sex Sports Trivia $34 

$59 Sorority Sex Kittens $49 

$29 Space Sirens $49 

Strip Poker Pro 2 $54 


The Girlie Game 



Adven Mikkl Finn 

19 

All That Sex 

19 

ArtFrench Postcard 

19 

Blond Brun& Red 

19 

Butt of Course 

19 

Bra Busting Babes 

19 

Classic Erotica 

19 

Deep Throat 1 or 2 

19 

Exotic Erotica 

19 

Exciting CaliGirls 

19 

Girls of Spice 

19 

Hot Dog Girts 

19 

Hotwire 

19 

Indiscretions 

19 

Legs Lace Lingerie 

19 

Other Side Chelsea 

19 

Penetration 

19 

Put it In Gere 

19 

Rise Roman Empress 

19 

Toys Toys Toys 

19 









WHAT’^YOUR 

favorite 

' NEW FEATURE? 



I have to confess: ^ 

My favorite is the automatic 
CD-Player. Whenever I pop in a 
music CD now, Windows'^ just 
plays it. I don’t have to fuss around 
with launching a program to do it. 
The CD Player does allow me to 
program the running order and 
skip tracks I don’t want to hear. 
And the system remembers 
it every time. 


\vVind®y'®,t 

Making 

Work 


Design ed fo r \ 

) 

Windows*95 / 



Matt Lake and Y^el U-Ron believe that V\findou» 95 is a ^stem to intimidate, 
not to be intimidated 1^. Their book, Kw includes 

a comprehensive approach to Windows 95, incorporating a look at its technical 
structure with illustrations and a guided tour, plus a Windows Fixer section with 
techniques and tips for making Windours 95 do stuff it doesn’t want to do! 


Ziff-Davis Press books are available at fine bookstores, 
or call 1-800-688-0448, exL 372. 


Kild J»TA*7Tj| 





Micfosolt, Windows, and the Windows logo are registered trademarks o( Microsoft Corporation, 



the IQ contest 
and win a free trip to 
CancunI 



INTERACTIVE ENTERTAINMENT EOR MEN 


You’re smart if you enter 
our contest and subscribe 
to Interactive Quarteri^T, 
the hot new magazine that 
gives you the inside track 
on Aduit CD-ROM software. 

IQ features stories on the 
incredible lifestyles and 
creative breakthroughs of 
the stars and star-makers 
of Adult CD-ROMs plus 
product reviews to guide 
you in your search for 
interactive pleasure 
and perfection. 


OFFICIAL CONTEST RULES: Every subscription pur- 
chased by March 31, 1996 Is automatically entered 
into the contest. You may also enter by sending in a 
postcard the words “Interactive Quarterly” along 
with your name, age, date of birth, and address, 
and mail to: IQ Cont^ CGW0296, 551 Valley Road, 
Montclair, NJ 07043, postmarked by March 31, 
1996. • Only one entry per household. No mechani- 
cal reprodu^ons. • You must be 21 years of age or 
older to enter this contest. ■ Winners will be select- 
ed in random drawings and notified by mail. A list 
of the prize mnners may be obtained by sending a 
self-addressed, stamped envelope to the above 
address. • Odds of winning depend on the number 
of entries received. • Void where prohibited by law. 


I 

subscribe. 

A one-year subscription includes your choice of a 
FREE Adult CD-ROM sampler, all for only $12.95! 

And all new subscribers are automatically entered in our contest... 

YOU MAY WIN ONE OF THESE FANTASTIC PRIZES: 

1 First Prize: A Vacation For Two at a Luxury 
Resort in Cancun* 

50 Second Prizes: IQ T-shirts 
100 Third Prizes: IQ Mouse Pads 
* Airfare not included. 



□ YES! start my subscription to Interactive Quarterly' for 
$12.95 & send my FREE Adult CD sampler (A $14.99 Value!) 


Name Phone code) 

Mailing address 



Mail to: IQ, CGW0296, 551 Valley Road, Suite 373, Montclair, NJ 07043 
Fax: 201-783-3686 or E Mail at: IQMAG@aol.com. 



800 - 273-791 0 1 


Call 

NOW 

to 


Adults Only 
PO Box 14 
Dept. 10555 
Hancock VT 
05748 


Source 

10555 


MUST BE AN 
ADULT TO ORDER 


IBM INTERACTIVE 

Adv ot Seymore Butts S39 
Adv of Seymore Butts 2 $49 
Buster Cherry $45 

Brothel $28 

California College Girls $24 


$44 

$42 


$28 

$38 


Casting Couch 
Chamelions 
Club Cyberlesque $29 
Come Play With Me $36 
County Line $44 

Cy4>er Photographer $49 
Cyber Strip Black Jack $36 
Cyber Strip Poker $36 
Cyber-Peep Interactive $19 
Cyberpeep 2 ea $34 
DarkTunnels $18 

Designer Bodies $36 
Desktop Mistress $49 
Desktop Voyeur $49 
Digital Dancing $32 

Director’s Cut $39 

Dirty Debutantes 2 $39 

Diva X $38 

Dream Girl 
Dream Machine 
Dream Machine 2 $49 

Electric Swing $39 

Encyclopedia ol Sex $49 
Fantasies Interactive $35 
Fantasy After Dark $35 
Fox Pack $37 

Fun House $39 

Girlfriend Teri or Tracy $39 
Golden Words in Sex $24 
Hollywood Body DoubleS44 
Hot Slots $37 

Hump Towers $44 

I-active Sexual Therapy $46 
International Strip Poker $22 
Intimate Journey $24 
Intimate Possibilities $36 
Japan Interactive $44 
Ladies Club Poker Night $26 
Ladies Club Pool Night $25 
Latex $44 

Luscious Ladies $24 
Lust Connection $39 
Maddams Family $29 
Maid to Order $44 

Make Your Own Orgy $32 
Max the Naughty Dog $49 
Midnight Stranger $45 
Mind Teazzer $29 

Mind Teazzer 2 $32 

Mustang Interactive $42 
Mystik Mistress $44 

Nasty Parts $42 

Net Erotique $39 

Neurodancer 
Neuropak 


$39 



UAL 


‘VIRTUAL VALERIE 2’ is the ultimate in cyberot- 
ica and the embodiment of every red-blooded 
technophlle’s deepest desires! Sophisticated 3-0 
modeling, tantalizing animation, erotic sound 
effects, and a sizzling music score combine to 
create a mind blowing extravaganza! CD $36 



‘VIRTUAL SEX SHOOT Imagine being transport- 
ed to a mysterious Island where elements of past, 
present and future are the setting for the most 
exciting XXX rated interactive VR game ever cre- 
ated. Imagine having nearly infinite possibilities as 
you create your own visual fantasy by controlling 
cameras that are capturing every intense moment 
of highly charged erotic sex. CO $52 









‘DIVA X' is an interactive cybersex simu- 
lator. The concept is simple: by using 
PIXIS proprietary technology and friendly 
interface, a user will be able to Interact 
with the actress in ways limited only by 
their imagination. CD $36 


La LLaa Lai 


‘LA BLUE GIRL’ Centuries ago, a ninja clan 
made a deal with the forces of the underworld. 
600 years later, Miko Mido, a beautiful ninja in 
training, must make sure that the sex-starved 
Shikma stay out of humanity’s way. First Miko and 
her sister become targets of a perverted race over 
the signet case which symbolizes the age old 
demonic deal. Then Miko defends herself again 
against forces of evil. CD $24 


Is'" 


SORORITY^ 

RX KITTRN^ 




■SORORITY SEX KITTENS’ The college co-ed. 
An elusive creature who has inspired more than 
one frat boy’s wet dream. Now you can partake in 
all the carnal pleasures that these Sex Kittens 
have to offer without even buying them dinner! 
Point and click your mouse to join in on any num- 
ber of action packed scenes. CD $42 


‘LATEX’ You're 
lost in a 3-D Latex 
city of the future. 
It’s up to you to 
explore every gut- 
ter and rooftop of 
the city, pick up 
erotic clues, soak 
in (he sexually 
graphic visuals on 
the cyber kiosks, 
and unravel the 
cryptic messages 
on the video bill- 
boards. Do It right and you'll make your way to 
blue skies and freedom. If not, you'll be trapped 
forever in a dark, foreboding world of unrelent- 
ing decadent sex. Which come to think of it isn’t 
such a bad fate after all. CD $44 



Nightwatch 1 or2 ea $39 
NIghtwatch Inleracllve 3$49 

IBM INTERACTIVE 

IBM MOTION 

IBM MOTION 

IBM MOTION 

Paradise Club 

$19 

strip Black Jack 

344 

101 Oriental Delights oa$19 

Bad Company 

$24 

Crazy wilh the Heat 

$24 

Penelrallon 

$24 

Strip Poker Pro 

$30 

A Night With Dawn 

$19 

Bad Girls ea 

$24 

Crimes ol Passion 

$28 

Penthouse Interactive 2 $49 

Strip Pot 

$36 

A Sensuous Summer 

$25 

Bangkok Nights 

$24 

Crystal Fantasy 

$39 

Penthouse lA 1,3-5 es 

1 $59 

Surfin' Sam 

$39 

Above the Knee 

$24 

BarAmericain 

$19 

Day Dreams 

$25 

Pleasure Zones 

$33 

Teresa May 

$44 

Adult Picture Library 4 

$25 

Barde Lust 

$49 

Deep T-sh 2 

$22 

Poker Party 

$45 

Texas Table Dance 

$39 

Adventure Kid ea 

$22 

Bare Exposure 

$25 

Demon School 

$22 

Po-n Mania 

$49 

Time Warp 

$52 

Affairs ot the Heart 

$24 

Battle of the Super Stars $24 

Dirty Western 2 

$25 

Po-no Poker 

$44 

Vampire's Kiss 

$38 

All Night Long 

$19 

Bedman & Throbbin 

$16 

Double Down 

$24 

Private P-ison 

$44 

Velvet Dreams 

$35 

Amateur Models 3 

$25 

Best of Blonds 

$26 

Dream Scenes 

$16 

Romsoft Three Pack’ 

$29 

Virtual Director 

339 

Amateurs In Action 3 

$24 

Billionaires Blondes 

$28 

Elements of Desire 

$34 

Room For Rent 

$42 

Virtual Las Vegas Night $44 

American Sweethearts 

$25 

Black Book 

$34 

Endless Passion 

$19 

Scissors N' Stones 

$29 

Virtual Se- 

$39 

Amorous Aslan Girls 2 

$34 

Bone Alone 

$25 

Endlessly 

$24 

Secrets Interactive 

$35 

Virtual Se- Shoot 

352 

Andrew Blake Sex & S 

$16 

Burgundy Blues 

$24 

Enter the Night 

$19 

Seductive Gmes/Movle8$19 

Virtual Strip Tease 

$26 

Angel of Passion 

$24 

Burning Secrets 

$24 

Evil Seductress 

$26 

See Some 3 Some 

539 

Virtual Valerie 2 

$36 

Annie & the Husbands 

$19 

Bush Pilots 

$25 

Exposure 

$24 

Se- Therapy Interactive $59 

Virtual Vixens 

$24 

Annie Can'l Say No 

$19 

Bustin' Through 

$24 

Fantasies 2 

$26 

Se- the Game 

$29 

Virtually Yours 

$38 

Anthony’s Desire 

$25 

Busty Babes 4 

$39 

Fatal Tempalion 

$19 

Se-y Slot Machine 

$24 

Virtually Yours 2 

$39 

Asia X 

$27 

Casting Call 2 

$36 

Femme Fatale 

533 

Sorority House 

$34 

WanderLusi 

$44 

Asian Ladies 2 

$39 

Clnese- 

$24 

Flesh Tones 

$24 

Sorority Se- Kittens 

$42 

What's Your Name 

$34 

Asian Paradise 

$42 

Close to the Edge 

$24 

Flesh for Fantasy 

$24 

Space Sirens 2 

$35 

Wheel of Fantasy 

$26 

Asian Pearls 

$29 

College Girls 2 

$24 

Freak Show ea 

$18 

Spread-Em 

$34 

Winner Takes All 

$39 

Babe Patrol 

$19 

Computer Girls 

$19 

From China With Love 

$24 

Spy Club 

$49 

Zpider Erotic Games 

$26 

Back Door Mistress 

336 

ConsenlingAdulls 

$16 

Ghostly Desires 

eiBKCKIPStSIT 

$44 









IBM STILLS 


Art of Olivia $30 

Asian Fantasy Girls $22 
Asian Palate 2 $36 

Asian Pleasures ea S39 
Award Winning Pfiotos $22 
Babe Watch 3D $26 
Blonds, Brunette, Reds 525 
Centerfold Dreams $29 
Danish Fantasies $39 
Domin-A-Trix $19 

Double Your Pleasure $24 
Erotic Fantasies $26 
Focus Pocus $27 

Foxes $16 

Girls of Spice 2 $24 

Hard Core GIF’s $29 
Heavenly Bodies 6 $39 

Hot Girls $24 

International Beauties $24 
Jigsaw Pinups $20 

La Femme Venus $29 
Lots of Beautiful Women $16 
Ona Zee $34 

Oriental ea $16 

Sensuous Girls in 3-D $29 
Tokyo Glamour Girls $29 
Visions of Erotica $29 

3DO SOFTWARE 

Channel Blonde $29 
Endlessly $29 

Hot Roxx $29 

Intimate Journey $29 
MindTeazzer2 $29 

Pleasure Zones $29 
Takin' It Olfl $29 

Voices in My Bed $29 
Winner Takes All $29 

CDI SOFTWARE 

Affairs of the Heart $26 
Amateurs in Action 3 $25 

Angel of Passion $29 
Babes Illustrated 2 $25 

Bad Girls ea $26 

Bankok Nights $26 

Battle o! the Superstars $26 
Black Broad Jungle $25 
Casting Call 2 $36 

Cat House $26 

Channel Blonde $26 
Crazy With The Heal 3 $25 
Day Dreams $25 

Dirty Looks $26 

Endlessly $26 

Exposure $26 

Fantasies $29 

Flesh lor Fantasy $25 
Forever Young $26 


IBM MOTION 

IBM MOTION 

IBM MOTION 

IBM MOTION 

Hardcore 

Ice Woman 

$26 

$26 

Ginger Unlimited 

$25 

Love Juice 

$22 

Private Moments 

$25 

Super Model til 

$24 

If Looks Could Thrill 

$26 

Girls Will Be Boys 3 

$26 

Love Pyramid 

$36 

Project X 

$36 

Sushi To Go 

$22 

Intimate Journey 

$26 

Girls and TheirToys 

$19 

Model Wife 

$24 

Putting It All Behind 2 

$24 

Swingers Contact 

$34 

Killer Looks 

$24 

Girls ol Pleasure 

$26 

Models Etc. 

$24 

Racquellein the Wild 

324 

Swingers Worldwide 

$34 

Mask 

$26 

Girls with Curves 2 

$24 

More Than a Handful 5 $25 

Raunch 

$38 

Taboo 13 

$24 

More Than a Handful 5 $25 

Glimpses Interactive 

$24 

Mulva 

$18 

Red Hot Pink 

$29 

Taking It Oil! 

$25 

New Lovers 

$26 

Go Digital V. 2 

$14 

Naked Reunion 

$24 

Romsofl Six Pack 

$39 

Templed 

$24 

Night Train 

$26 

Hard Core 

$24 

Nasty Neighbor Girls 

$29 

Secrets 2 

$24 

The French Way 

$32 

Novel Desires 

$29 

Hippies in Heat 

$16 

Nasty Scenes 

$24 

Seduction of SukI 

$22 

Things Change 

$25 

Parlor Games 

$26 

Hollywood Babylon 

$19 

Naughty Nurse 

$22 

Select a Pel 2 

$29 

Tight Squeeze 

$15 

Passion Files 

$20 

Hot Dog Girls ol Florida $19 

New Machine Six Pck 2 

!S44 

Sexy Six Pack 

$49 

Too Naughty to Say No $29 

Pink Lady Detective 

$25 

Hot Leather 

$32 

Nice But Naughty 

$16 

Seymore Six Pack 

339 

Topless Dancer 

$29 

Poison 

$26 

Hoi Talk 

$16 

Oriental Action 

$26 

Shame 

324 

Totally Exposed 

$24 

Pretending 

$25 

Hyperkink 

$16 

Passion Files 

$16 

Silent Strangers 

$24 

Tracy Loves You 

$19 

Putting It All Behind 2 

$25 

Ice Woman 

$24 

Pink Lady Detective 

$24 

Simply Irresistable 

$24 

Ultrase- 3 

$18 

Racquet Released 

$26 

If Looks Could Thrill 

$24 

Pink Sheets 

$16 

Skin Tight 

$15 

Up S Down Love 

$34 

Shame 

$26 

Inside Trinity Loren 

$19 

Plalsirs Du Hasard 

$16 

Slippery When Wet 

$24 

Urotsukidoji 3, ea Part 

$24 

Silent Stranger 

$26 

Justine 

$39 

Plan 69 From Space 

$36 

5t. James Place 

$34 

Urotsukidoji Colleclion 

$48 

Steal This Heart 

$36 

Kinky Interviews ea 

$32 

Play Mistress For Me 

$24 

Steal This Heart 

$36 

Vagablonde 

$24 

Stiletto 

$26 

La Blue Girl ea 

$22 

Pleasure in Paradise 

$25 

Stiletto 

$24 

Vice 

$24 

Suite 18 

$26 

Lap Dancer 

$25 

Poison 

$24 

Straight A’s 

$26 

W Pink TV 

S25 

Super Model 

$26 

Legs. Lace & Lingerie 

$24 

Pretending 

$24 

Stripper Nurses 

$25 

Welcome to my Face 

$24 

The Coven 

$26 

Lips 

$19 

Private Film Chateau 

$34 

Suite 18 

$24 

Willing & Able 

$16 

Vagablonde 

$26 



‘FEMME FATALE FOR WINDOWS' Build 
your dream girt with Femme Fatale! A hot 
adult jigsawl Features include, a long, tanta- 
lizing ALL NUDE full motion strip-tease 
video. Also 250 hot 24 bit images of 62 girls 
used with included puzzle. Load/save game, 
BMP, PCX, GIF. TIF, DIB, TGA, WAV audio 
and more. CD $19 



'CRYSTAL FANTASY' Venture through the cave 
of lust and find the secret crystal, interact with the 
sexiest young jewels of the MacDaddy harem. 
Take snapshots of the girls and play with them in 
your own private portfolio. Six highly inleractive, 
three dimensional gorgeous babesi CD $44 




‘GIRLFRIEND TRACY’ Girlfriend Tracy 
will outlast any other game you have ever 
played. Tracy combines artificial Intelli- 
gence, virtual reality and erotic sound 
effects unlike anything else available. 
Tracy is ready and waiting for you to teach 
her things, your hobbies, your favorite top- 
ics. and much more. CD $39 



‘GLAMOUR GIRLS 2' 10 Of the most beautiful 
women with firm, tight bodies, exposing them- 
selves to you, on this amazing CD. 200 full screen 
incredible pictures of the most beautiful girls In 
some of the most desirable poses. Over 40 erotic 
videos of girls ready and waiting to reveal their 
luscious bodies for your eyes only, CD S24 



‘SPACE SIRENS 2: MEGABABES FROM AJIA’ 
You’ve encountered the Space Sirens and lived to 
tell the tale. Now face the new challenge, a dead- 
lier form of alien. Gorgeous women and Touch 
and Feel User Interface. CD $35 


fum 


‘ROMSOFT 6 PACK’ Get fully inleractive 
with Romsoft’s hot adult 6 pack! Double 
Down, Doors of Passion 2, Sensuous Giris in 
30, Massive Melons, Touch Me, Feel Me and 
Private Screenings are what you'll get in this 
sexy 6 pack! 6 CD'S $39 


Call 

800 - 273-7910 

Internatlanal 

002 - 767-3033 

Fax 

802 - 767-3382 

Source 

10555 


MUST BE AN 
ADULT TO ORDER 


Ovomlght Shipping is US 
$4 por ordar. Mail to 
CaoDda, PR, HI, AK. APO, 
FPO $4 per ardei. 
Worldwide alrnall $S par 
item. Handling $2 pet 
shipment. Hardware 
otdert may require addi- 
tional shipping charges. 
Restricllans apply. Csnnot 


10 risk. 


Visa, MC and Oltcovar 
accepted. Cheeks held 4 
weeks. Money Orders 
same as cash. COD $8. 
Oelecllves replaced wiUi 
same product. Most Items 
shipped same day. 
Shipping tines may vary. 
Prica/avallahlllty may 
change. All sales llnel. 


J1995CHIPSSI 


Circle Reader Service ff195 


CQfaatK 


ADULTS ONLY 












H>>con!inued from page 72 


■ Extreme 
Competition 
Controls' 
Competition 
Driving System 


► Thrustmaster’s 
Formula T-2 


Climb Behind The Wheei 


Controllers To Help Tame The Savage Beast 




I ndyCar Racing II Is the first racing sim I’ve encountered where 
I honestly must say that a good joystick just won’t do, For 
years it’s been me and my trusty sidekick, the CH FlightStick, 
together through the streets of Monaco and on the hallowed 
bricks at Indy. However, new and potentially deadly tracks such as 
IndyCar II’s Australia demand the precision and extra throw of a solid 
wheel and separate pedals. 

COMPETITION DRIVING SYSTEM 

I’ve had the pleasure of putting a lew wheel/pedal combos 

through their paces, and with- 
out a doubt the premier unit is 
Extreme Competition 
Controls’ Competition Driving 
System. At $439, the price tag 
is high, but so is the quality in 
this professionally-appointed, 
nearly all-metal unit. 

A velour-wrapped wheel, on-lhe-wheel shifting and a 
rock solid base highlight the steering unit. The pedals 
are perfectly angled to fit a racing posture, with a slight- 
ly heavier brake than accelerator. This baby is noiseless, 
with none of that annoying springiness of other wheels. 
My lower lap times (particularly on road courses) and undamaged 
cars attest to Its capabilities. You won’t find this baby at your local 
computer superstore, though-you’li have to contact the manufactur- 
er to buy one, at (612) 824-6733. 

FORMULA T2 

Thrustmaster recently introduced its latest Formula product, the 
T2 wheel and 
pedal combo. 
While It’s not 
up to the preci- 
sion and awe- 
some feel of 
the 

Competition 
Driving 

System, it is substantially lower priced and a step ahead of the “let’s 
drive a truck” Formula Tl. 

Noteworthy Improvements include a smaller, thicker wheel more 
befitting racing games and rubber pedals instead of those odd little 
rollers on the original. Personally, I don't like the idea of a separate 
shi(ter-it requires that I take my hands off the wheel-but the unit 
performs pretty well. Once I'd become accustomed to that darn 
shifter, I felt I had a much better grip on the situation than a joystick 
could provide. 


CH PEDALS 

Racers who picked 
up the original CH Pro 
Pedals were none too 
happy when they dis- 
covered the fore-aft 
motion designed into 
the unit for airplane 
rudder control just 
wouldn’t go away when 
on the track. CH came f ch Pedals 
up with a solution, a 

pair of chocks that jammed unwanted movement. A few months ago 
CH introduced a better solution for racing fans: the less expensive 
CH Pedals, which have no fore-aft capabilities whatsoever, just nor- 
mal car pedal movement. Finally, good, cheap pedals. 

Racing addicts may want to look elsewhere, as the CH Pedals’ 
angle of attack Is not complementary with the position you sit in to 
use most control wheels, but more casual gamers playing with joy- 
sticks and sitting in a pseudo-secretarial posture should be just line. 

G-FORCE 

More flight yoke than racing wheel, Suncom’s G-Force neverthe- 
less performs just great with World Circuit and IndyCar, but a little 
less so In the ultra-reailstic IndyCar II, Featuring a swiveling column 
for fore/aft axis control and a U-shaped yoke handle that pivots at the 
base and arcs 
from side to 
side, the G- 
Force loses 
some necessary 
precision simply 
because It 
moves In four 
directions. Yet 
it’s a decent 

starter, and the built-in locking mechanism effectively prevents fore- 
aft movements if and when pedals are added to the system, 

VIRTUAL PILOT 

The CH Virtual Pilot is yet another flight yoke that adapts for dri- 
ving games. Unlike the G-Force, the Virtual Pilot’s wheel attaches to 
its housing via a rotating shaft that pulls back and pushes forward. 
Unfortunately, this accelerator and braking motion is definitely far too 
clunky for advanced sims, and serious racers would be advised to 
stick with a good joystick or, ideally, move up to a full-blown 
wheel/pedal combo,*!} 


► CH Virtual Pilot 
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and SSIV0 yourself 



some 


M ake the ultimate move 
for serious gamers who 
know the score when it 
comes to buying computer 
gaming magazines. Subscribe 
to Computer Gaming World now and save 
up to 47% ! 


Score points and 
cosmic savings now 
with Computer Gaming World. 
We’re worlds apart from any other 
computer game magazine. 

• One year/12 issues - $27.94. 

YOU SAVE 41 %! 


Every monthly issue brings you exclusive 
first looks at the hottest, newest games. . . 
the latest in multimedia, CD-ROM and 
interactive environments. Plus winning 
strategies, master clues, in-depth reviews - 
all the help you need to pump up your 
system and play out your fantasies on this 
planet and beyond. 


• Two years/24 issues - $49.97. 
YOU SAVE 47% ! 

Savings based on annual cover price of $47.40. 


CALL NOW TO SAVE UP TO 47% 



To ensure savings, mention this code to the operator who 
answers your call: 4Z95. 




HALL OF FAME 


W ' 

I 


elcome to the Cooperstown of Computer Games. Here, 
raised upon pedestals, you’ll find the games that broke 


the records, established the benchmarks, and held gamers in 
delighted trances for hours untold. 


1 ^ 


INDUCTION CEREMONY 



BETRAYAL AT KRONDOR 

DYNAMIX 1993 

C ome ye, one and all. We do hereby 
induct Betrayal at Krondor (BAK) 
into this august collection of clas- 
sics. Raymond E. Feist’s world of 
fantasy came to life in BAK. True to its roots as 
a world created for gaming, the universe 
described in Feist’s best-selling books became, once again, a world 
where characters could move, explore and define their own stories. BAK was 
full of side-quests and story/character-building encounters. Even using old 
technology, the game would probably have been a success. As it was, BAK 
was the first role-playing game to offer a 3-D environment and, though the 
pop-up paperdoll cutout characters may not hold up to today’s production 
values, it was one of the first games to use digitized images effectively in the 
context of a role-playing game. Though initial sales of the game were slower 
than expected, fans of the Feist novels soon discovered that the universe had 
been handled thoughtfully, and even those who hadn’t heard of the novels 
found that BAK offered a remarkable fantasy experience. So, BAK became a 
benchmark for computer role-playing games, and in fact dominated the top 
slot among role-playing games for a 
full year, since February of ’95. 



ALONE IN THE DARK 

I-MOTION 1992 

A lone in the Dark has earned a 
place in the Hall of Fame 
because of its creative use of 
3-D technology to place 
gamers within a chilling adventure game 
context, its ancestor (released in this country 
as Out of this World) proved that 3-D technology was useful for cinematic 
action games, but Alone in the Dark (AITD) took the experience to another 
level. AITD combines a Lovecraftian environment with a sense of urgency by 
placing a 3-D character in the midst of an inexplicable incursion of the infer- 
nal. Through atmospheric pacing, camera angles and innovative combat 
modeling, the game becomes more immersive and more challenging as the 
player advances. I-Motion was also innovative in using line of sight and 
maneuvering around objects as an integral part of the experience. Many 
gamers felt AITD was the most realistic experience they had encountered in 
an adventure game. For attention to movement, perspective, camera angles, 
story and play balance, we recognize AITD as worthy to stand with the great 
games of all time. 


Falcon 3.0 


Red Baron 


(Spectrum HoloByte, 1991) 


(Dynamix, 1990) 


Gunship 

(MicroProse, 1989) 


Sid Meier’s Civilization 

(MicroProse, 1991) 


^Inductees Prior To 1989 


Battle Chess (interplay Productions, 1988) 
Chessmaster (The Software Toolworks, 1986) 
Earl Weaver Baseball (Electronic Arts, 1986) 
Empire (Inlerstel, 1978) 

F*19 Stealth Fighter (MicroProse, 1988) 
Gettvsburg: The Turhing Point (SSI, 1986) 
Kampfgruppe (Strategic Simulations, 1985) 
Mech Brigade (Strategic Simulations, 1985) 
Might & Magic (New World Computing, 1986) 
M.U.LE. (Electronic Arts, 1983) 

Pirates (MicroProse, 1987) 

SimCjty (Maxis. 1987) 

Starflight (Electronic Arts, 1986) 

The Bard’s Tale (Electronic Arts, 1985) 

Uuima III (Origin Systems, 1983) 

Ultima iV (Origin Systems, 1985) 

War ih Russia (Strategic Simulations, 1984) 
Wasteland (Interplay Productions, 1986) 
Wizardry (Sir-tech Software, 1981) 

ZoRK (Infocom, 1981) 


Harpoon 

(Three-Sixty Pacific, 1989) 

King’s Quest V 

(Sierra On-Line, 1990) 

Lemmings 

(Psygnosis, 1991) 

Links 386 Pro 

(Access Software, 1992) 

M-1 Tank Platoon 

(MicroProse, 1989) 

Railroad Tycoon 

(MicroProse, 1990) 


Their Finest Hour 

(LucasArts, 1989) 

The Secret of Monkey Island 

(LucasArts, 1990) 


Ultima VI 

(Origin Systems, 1990) 

Ultima Underworld 

(Origin Systems, 1992) 

Wing Commander I & II 

(Origin Systems, 1990-91) 

WOLFENSTEIN 3-D 

(id Software, 1992) 
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PATCHES 


A 


C omputer game programs have grown so massive and the 
number of hardware configurations has become so huge 
that incompatibilities and glitches are frustratingly common. 


Software fixes, or “patches,” for buggy programs have become 
a necessary evil until we reach the golden age of standardized 
platforms and bug-free programs. Red indicates new files. 


Advanced Civilization VI. 01 
Update: Fixes many small prob- 
lems and the Windows 95 ci(y con- 
slruction problem. 11/29/95 


SENet 


These patches can usually be 
downloaded from the major on- 
line network (CompuServe, 

GEnie, ZONet) and Computer 
Gaming World's Web Site 
(http://www, zdnet.com/~gaming), 
but can also be obtained from 
Individual software publisher's 
BBSes or direct from the publish- 
er with proof of purchase. 


Apache Update: Addresses 
problems with the preferences 
screen and with Invincible mode. 
This patch does not address the 
modem problems. 10/24/95 

Buried in Time: Includes new 
16-bil Windows executables, fixes 
the exploding wall problem in 
Chateau Galliard and the Alien 
Hallway lockup; portions have also 
been enhanced for better perfor- 
mance. 10/11/95 

CivNet Update: Fixes several 
reported problems. 12/8/95 

Command & Conquer V1.18P 


^Publisher BBS Numbers 

Many of these patches are available directly from 
the publishers’ bulletin board systems. Call with 
your modem parity settings at N-8-1 . 

Accolade (408) 296-8800 
Apogee (508) 368-7036 
Bethesda (301) 990-7552 
Blizzard (714) 556-4602 
Broderbund (415) 883-5889 
Capstone (305) 374-6872 
Creative Labs (405) 742-6660 
Id Software (508) 368-4137 
Impressions (617) 225-2042 
Interplay (714) 252-2822 
LucasArts (415) 257-3070 
Maxis (510) 254-3869 
MicroProse (410) 785-1841 
Microsoft (206) 936-6735 
NovaLogic (818) 774-9528 
Origin (512) 328-8402 
Papyrus (617) 576-7472 
Sierra Online (206) 644-0112 
Spectrum HoloByte (510) 522-8909 
SSI (408) 739-6137 or (408) 739 6623 
Virgin Interactive (714) 833-3305 


Patch: Includes 
fixes for all known 
bugs to date and 
some game balance 
changes. 11/27/95 

Dawn Patrol: 

Includes new SVGA 
drivers for Trident 
video cards, as well 
as an updated flight 
model. 10/4/95 


Dungeon Master 
2 Sound Fix: 

Patches both the 
demo and the retail 
version. 7/29/95 

Flight 

Commander 2 
VI. 04 Update: 

Fixes some reported 
errors. 10/11/95 




Flight Unlimited V2.0: 

Contains two physics fixes, two 
video fixes, fixes a couple of con- 
froller bugs, a mouse driver prob- 
lem, and adds total energy com- 
pensation to the Grob’s variometer, 
8/30/95 

Hardball 5 v5.12 Update: 

Fixes errant force-outs, problems 
prevenling customized stat selec- 
tions. 12/5/95 

Harpoon 2 Vl.Ol PowerMach 
Update: Fixes some reported 
problems. 10/26/95 

Heroes of Might and Magic 
VI. 2 Update: Fixes some prob- 
lems with connecting via modem 
and some random crash problems. 
10/24/95 

Lords of Midnight Update: 

Provides multiple fixes to Domark's 
RPG/strategy game. 9/5/95 

Hive Update: Makes the game 
easier, 12/4/95 

MechWarrior 2 DOS Version 
VI. 1 Update: Fixes several 
things, including the right side tak- 
ing more damage on mechs, 
increased ioystick support and 
Windows 95 crash problems, 
11/20/95 

NHL 96 Update: Fixes a variety 
of lechnical problems, including 
playoff lock-ups or problems with 
saving playoff games to hard disk, 
12/2/95 

Panthers in the Shadows 
VI. 12 Update: Fixes all known 
problems with the release version 
and adds several new fealures. 
10/17/95 


Road From Sumter to 
Appomattox Update: Corrects 
retreat rule problems, allows con- 
federate recruiting in Kentucky and 
Missouri. 12/8/95 

Rebel Assault for Macinosh 
Update: Helps correct random 
lockups; also provides native sup- 
port for Power Macs. 11/24/95 

Riddle of Master Lu Update: 

Removes the 100 room limitation 
which causes the “Fatal Error" and 
others near the end of the game. 
This palch will work with your cur- 
rent saved games. 10/27/95 

Stalingrad Update V1.85: 

Fixes reported problems. PC and 
Macintosh versions available. 
8/25/95 

Steel Panthers VI. 1 Update: 

Corrects several reported bugs. 
10/23/95 

Tigers on the Prowl VI. 26: 

Fixes all known problems and 
improves some AI tunclions; may 
be used to upgrade any previous 
version of TOP. 10/19/95 

Ultimate Football '95 CD 
Update: Corrects the "CD not 
found" problem, 10/19/95 

Virtual Pool IRQ Update: 

Allows any version of Virtual Pool to 
use IRQ 10 and above. 11/1/95 

Warlords II Deluxe V2.2.4: 

Fixes multiple problems. 11/10/95 


CG 
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What are you doing here? 

The free Tempest 2000 demo disk is 
back at the front of the magazine. 
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WITH REVIEWS 
LIKE THIS IT'S 






'“Tke Need For Speed' still provides tke Lest 
adrenaline rusk for PC-driving eiitkusiasts.” 

Blectronic Enlcrfainmcni 


“ 97 %.” 

Dimension 3 

“If you’ve keen lookingf for a slick action ^aine witk 
tke ri^kt mix of realism and arcade ^ameplay, look 
no furtker.” 

Todd Vaughjx, PC Gamer 


youTBclf iW Ktip://www.ea.com/eastudioB.ljtml 


FADE TO BLACK 


]p R E S E HI T 


THE NEED FOR SPEED 


. . 'Fade To Black’ is a rickly endowed ^ame 
of action and adventure. ” 

Tasos, Computer Game Review 


. .tke results are unlike anytliin^ you've seen kefoi'c.” 

Dan JSennett, PC Gamer 


Game of tke montk. 

Electronic Entcriaiiwicnt 


“. . . offers sumptuous cinematics; kreatlitalring' scenery, 
and a tlirill-a-ininutc story line in a real-time 3D world 
in wkick you are free to explore at yoiur own pace.” 

Neil IVSsf, Next Generation 


Sea for yourself at kttp;//w\vw.ea.coni/eastudios.ktinl 


DJI il 


“Five out of five stars.” 
MukimeJia ^l^hrld 


Circle Reader Service #150 



THE COMPUTER GAMING POLL • A MONTHLY SURVEY OF THE READERS OF COMPUTER GAMING 



You’ve read our lake on the latest games, now here's a chance to see what your fellow gamers think. The CG Top 100 is a monthly 
tally of game ratings provided by our readers via the CG Poll ballot found in each issue. Approximately 50 games are rated each 
month, and the results are added to the aggregate results from past months. This historical database serves as a terrific reference for 
what you, the gamers, feel are the best plays in gaming. 



TOP ACTION GAMES 


TOP ADVENTURE GAMES 


2 

Crusaden No Remorse 
DOOM 

Origin 
id Software 

10.26 

10,24 



2 

Full Throttle 

Gabriel Knight 

LucasArts 

Sierra 

9.44 

9.42 

3 

DOOM il 

id Software 

9.77 



3 

Sam & Max Hit The Road 

LucasArts 

9.33 

4 

Dark Forces 

LucasArts 

9.70 



4 

Woodruff & Schnibble 

Sierra 

9,28 

5 

Virtual Pool 

Interplay 

9.52 




Relentless 

Electronic Arts 

9.12 

6 

Magic Carpet 

Electronic Arts 

9.48 



6 

Ecstatica 

Psygnosis 

9.09 


System Shock 

Origin 

9.19 




Phantasmagoria 

Sierra 

9.07 


The Need For Speed 

Eiectfonic Arts 

9,16 


▲ 

8 

Under A Killing Moon 

Access 

9.04 


Heretic 

id Software 

9,08 


■ 


Legend of Kyrandia 3 

Virgin 

8.94 

10 

Descent 

Interplay 

8.86 


1 

10 

Star 1h!k; TNG, Final Unity 

Spectrum HoioByte 

8.75 



Incredible Toons 
Incredible Machine 2 
Zig Zag 
Ciockwerx 
Hodj n’ Podj 
Power Poker 

Shanghai-Greatest Moments 
Lemmings Chronicles 
Multimedia Celebrity Poker 
Bridge Olympiad 


Dynamix 
Sierra 
QQP 

Spectrum HoioByte 
Virgin 

Eiectfonic Arts 

Activision 

Psygnosis 

New World Computing 
QQP 



i TOP SIMULATION/SPACE COMBAT GAMES 

^ 1 

Wing Commander 3 

Origin 

10.57 

2 

TIE Fighter 

LucasArts 

10.26 

3 

MechWarrior 2 

Activision 

10.06 

4 

NASCAR Racing 

Papyrus 

10.01 

5 

U.S. Marine Fighters 

Electronic Arts 

9.80 

6 

U.S. Navy Fighters 

Electronic Arts 

9,60 

7 

Wings of Glory 

Origin 

9.56 


Flight Unlimited 

Looking Glass 

9,51 

1 3 

Indy Car Racing 

Papyrus 

9.43 

Mo 

Aces of the Deep 

Dynamix 

9.38 










\ TOP SPORTS GAMES 


1 TOP STRATEGY GAMES 


-1 

2 

NBA Live '95 

Front Page Sports Football 95 

Electronic Arts 

Sierra 

9.86 

9.64 



^^1 

X-COM 

Command & Conquer 

MicroProse 

Virgin 

10.37 

9.97 




PGA Tour Golf 486 

Electronic Arts 

8.93 




Jagged Alliance 

Sir-Tech 

9.81 



4 

Front Page Sports Baseball 

Dynamix 

8.76 



4 

Heroes of Might & Magic 

New World Computing 

9.72 




Hardball IV 

Accolade 

8.70 




Master of Magic 

MicroProse 

9,66 




Tony LaRussa 3 

SSI 

8.12 



6 

Warcraft 

Blizzard 

9.64 




Ultimate Football '95 

MicroProse 

7,75 




X-COM: Terror from the Deep 

MicroProse 

9,38 




Microsoft Golf 2.0 

Microsoft 

7.43 




Merchant Prince 

QQP 

9.08 


■ 


Ultimate Football 

MicroProse 

7.26 


■ 


VGA Planets 

Tim Wisseman 

9.00 


■ 

10 

Unnecessary Roughness 

Accolade 

6.95 


■ 

10 

The Grandest Fleet 

QQP 

8.96 





\ TOP ROLE PLAYING GAMES | 


Might & Magic: Clouds of Xeen 

New World Computing 

9,07 

2 

Ravenloft: Stone Prophet 

SSI 

8.98 

3 

Arena: The Elder Scrolls 

Bettiesda 

8,83 

4 

Wolf 

Sanctuary Woods 

8,64 

5 

Menzoberranzan 

SSI 

8.26 

6 

Ravenloft 

SSI 

8.16 

7 

Mordor 

TOA 

8.00 

8 

Dark Sun: Wake of the Ravager 

SSI 

7.64 

9 

Thunderscape 

SSI 

7.63 


Dungeon Hack 

SSI 

7,63 



TOP WARGAMES 


Steel Panthers 
Panzer General 
Rise ol the West 
Stalingrad 
Operation Crusader 
Flight Commander Z 
Custer’s Last Command 
Tanks 

Tigers on the Prowl 


10 Perfect General II 


SSI 
SSI 
RAW 

Avalon Hill 
Avalon Hill 
Avalon Hill 


SSI 

HPS Simulations 
QQP 


10.57 

10.46 

9.63 

9.38 

9.36 

9.35 


Incredible Simulations 9.12 


9.00 

8.97 

8.96 
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TOP 100 GAMES 






Steel Panthers 

SSI 

WG 

10,57 ^ 

Ir 

Wing Commander 3 

Origin 

SI 

10.57 

3 

Panzer General 

SSI 

WG 

10,46 


X-COM 

MicroProse 

ST 

10.37 

Its 

Crusader: No Remorse 

Origin 

AC 

10.26 


TIE Fighter 

LucasArls 

SI 

10.26 

7 

DOOM 

id Software 

AC 

10,24 

8 

MechWarrior 2 

Activision 

SI 

10.06 

9 

NASCAR Racing 

Papyrus 

SI 

10.01 

10 

Command & Conquer 

Virgin 

ST 

9,97 


NBA Live ‘95 

Eiectronic Arts 

SP 

9.86 . 

12 

Jagged Alliance 

Sir-Tech 

ST 

9,81 

13 

U.S. Marine Fighters 

Eiectronic Arts 

SI 

9.80 

14 

DOOM II 

id Software 

AC 

9.77 

15 

Heroes of Might & Magic 

New World Computing 

ST 

9.72 

16 

Dark Forces 

tiicasArts 

AC 

9.70 

17 

Master of Magic 

MicroProse 

ST 

9.66 

18 

Front Page Sports Football 95 

Sierra 

SP 

9.64 


Warcraft 

Biizzard 

ST 

9.64 

20 

Rise of the West 

RAW 

WG 

9,63 

21 

U.S. Navy Fighters 

Electronic Arts 

SI 

9,60 

22 

Wings of Glory 

Origin 

SI 

9,56 

23 

Virtual Pool 

interpiay 

AC 

9,52 

24 

Flight Unlimited 

Looking Glass 

51 

9,51 

25 

Magic Carpet 

Electronic Arts 

AC 

9,46 

i; 26 

Full Throttle 

LucasArts 

AD 

9,44 

27 

Ittdy Car Racing 

Papyrus 

SI 

9,43 

28 

Gabriel Knight 

Sierra 

AD 

9,42 

29 

Stalingrad 

Avalon Hill 

WG 

9.38 


X-COM: Terror from the Deep 

MicroProse 

ST 

9.38 


Aces of the Deep 

Dynamix 

SI 

9.38 

32 

Operation Crusader 

Avalon Hill 

WG 

9.36 

33 

Flight Commander 2 

Avalon Hill 

WG 

9,35 

34 

Sam & Max Hit The Road 

LucasArts 

AD 

9.33 

35 

Woodruff & Schnibble 

Sierra 

AD 

9.28 

36 

Fleet Defender 

MicroProse 

SI 

9.25 

37 

System Shock 

Origin 

AC 

9.19 

38 

The Need For Speed 

Electronic Arts 

AC 

9.16 

39 

Custer’s Last Command 

Incredible Simulations 

WG 

9,12 


Relentless 

Electronic Arts 

AD 

9.12 

41 

Ecstatica 

Psygnosis 

AD 

9,09 

42 

Merchant Prince 

OOP 

ST 

9.08 


Heretic 

id Software 

AC 

9.08 

i: 44 

Might & Magic: Clouds of Xeen 

New World Computing 

RP 

9.07 


Phantasmagoria 

Sierra 

AD 

9.07 

46 

Under A Killing Moon 

Access 

AD 

9.04 

47 

Tanks 

SSI 

WG 

9.00 


VGA Planets 

Tim Wisseman 

ST 

9.00 

49 

Ravenloft: Stone Prophet 

SSI 

RP 

8.98 

50 

Tigers on the Prowl 

HPS Simulations 

WG 

8.97 


Reader Poll mi 



51 

The Grandest Fleet 

QQP 

ST 

8.96 


Perfect General II 

OOP 

WG 

8.96 

: 53 

Legend of Kyrandia 3 

Virgin 

AD 

8,94 


Tt^nsport Tycoon 

MicroProse 

ST 

8.94 

: 55 

PGA Tour Golf 486 

Eiectronic Arts 

SP 

8.93 

56 

Descent 

Interplay 

AC 

8.86 

Sf 

Incredible Toons 

Dynamix 

CP 

8.86 

58 

Incredible Machine 2 

Sierra 

CP 

8.85 

59 

Hornet 

Spectrum HoloByte 

SI 

8.84 

60 

Arena: The Elder Scrolls 

Bethesda 

RP 

8.83 

61 

Carriers at War II 

SSG 

WG 

8.82 

62 

Serf City 

SSI 

ST 

8.80 

63 

Harpoon II 

Three-Sixty Pacific 

WG 

8.78 

64 

Front Page Sports Baseball 

Dynamix 

SP 

8.76 

65 

Star Trek: TNG, Rnal Unity 

Spectrum HoloByte 

AD 

8.75 

66 

Genghis Khan li 

Koei 

WG 

8,74 

67 

1830 

Avalon Mill 

ST 

8,72 

68 

Hardball IV 

Accolade 

SP 

8.70 

69 

Wolf 

Sanctuary Woods 

RP 

8.64 


King’s Quest VII 

Sierra 

AO 

8.64 

71 

Buried In Time 

Sanctuary Woods 

AD 

8.63 

72 

Superheros of Hoboken 

Legend 

AD 

8.62 

73 

1942 PacIRc Air War Gold 

MicroProse 

SI 

8.61 

74 

Magic Carpet 2 

EA 

AC 

3.58 

75 

Panthers In the Shadows 

HPS 

WG 

8.56 

76 

Werewolf vs. Comanche 

NovaLogic 

51 

8.55 


FX Fighter 

GTE Entertainment 

AC 

8.55 

78 

The Horde 

Crystal Dynamics 

AC, ST 

8,50 


Death Gate 

Legend 

AD 

8.50 

80 

Star Trek: Judgment Rites 

Interplay 

AD 

8.49 

81 

1942 Pacific Air War 

MicroProse 

51 

8.45 


Apache 

Interactive Magic 

SI 

8.45 


Sid n’ Al’s Incredible Toons 

Dynamix 

ST 

8,45 

84 

Dark Legions 

SSI 

AC 

8.43 

85 

Lords of the Realm 

Impressions 

ST 

8.42 

86 

Sim City CD-ROM 

Interplay 

ST 

8.40 

87 

Cyclemania 

Accolade 

AC 

8.37 

88 

Rebel Assault 

LucasArts 

AC 

8,35 


Hand Of Fate 

Westwood Studios 

AD 

8.35 

90 

Loderunner 

Dynamix 

ST 

8.31 

91 

Romance • Three Kingdoms 111 

Koei 

ST 

8.29 

92 

Celtic Tales 

Koei 

ST 

8.28 

93 

Alone in the Dark II 

(-Motion 

AD 

8.27 


Bioforge 

Origin 

AD 

8.27 

95 

Menzoberranzan 

SSI 

RP 

8.26 


Space Quest 6 

Sierra 

AD 

8.26 

97 

Flight Sim Toolkit 

Domark 

SI 

8.25 


Clockwerx 

Spectrum HoloByte 

CP 

8.25 

99 

Great Naval Battles 3 

SSI 

WG 

8.20 

100 

Mortal Kombat II 

Acclaim 

AC 

8.19 


Games on unnumbered lines have scores equal to the line above, ■^= Top game o1 type. Red = New Game, AD = Adventure, RP = Role Playing, SI = Simulation/ Space 
Combat, ST = Strategy, WG = Wargame, AC = Action, SP = Sports, CP = Classic/Puzzie, Games are retired after two years and become eligible for the Hall of Fame. 


MARTIN CIRULIS 



I f you don’t count the 
inane titles cloned 
from cartridge 
machines, computer 
gaming is usually a 
complex experience. 
The player is experi- 
encing a simulation 
of some kind. From building a rail 
empire to flying high-performance jets 
to running a theme-park, most games 
are trying to give you the feel of a job 
you probably wouldn’t gel a crack at in 
real life— and that's where the fun real- 
ly is, CPA by day, . .dashing Air 
Warrior by night. 

Of course, when you paid 50-odd 
bucks to be thrown into somebody 
eise's life in the old days, you got 
some background and a little 
instruction proportional to the task 
ahead. If you were trying to be a 
space-cowboy invading planets, you 
got a decent manual that covered 
the rules, explained the game con- 
trols and showed you what every- 
thing cost. It you were expected to 
drive some intricate simulation of a 
real-world machine or take control 
of massive armies, then there usu- 
ally was something more-a hefty 
tome in there with your floppies, a 
book that would make you a master 
of the game, if you were willing to 
do the reading. I even admit to hav- 
ing done some of my game-pur- 
chasing by the pound: the heavier 
the box, the happier I was. 


Unfortunately, except for brutally 
complex flight sims, one would be 
hard pressed to shop that way in 
today’s wonderful multimedia world, 
where some smart suit has figured 
out if you cut everything that goes 
into the box with the game to a 
bare minimum, you can pay for 
more terrible acting for your live 
video sequences. While I’ll agree 
that many adventure games and the 
like require minimum instruction- 
“Grab like this, talk like this"-it 
seems a shame that additional 
materials like the classic fake news- 
paper or desperate diary filled with 
clues seem to be going the way of 
the dodo. I’m sure touches like 
these cost a bit more, and they 
don’t catch the media’s eye like a 
real-time starlet with breasts twice 
the size nature originally gave her, 
but they are invaluable in creating 
the sense of mood that distinguish- 
es a great game from a slow-load- 
ing B-Movie. 

Even worse, now games without 
the dubious advantages of multime- 
dia seem to be discovering the dol- 
lar value of the evil duo of ’90s 
gaming: Minimal Doc and the $20- 
Strat Guide. 

■ Now, I have nothing against the 
strategy guides per se, but what is 
getting to me is the fact that most 
guides these days are less about 
strategy and more about filling in 
the facts that should have been in 


the game doc in the first place. At 
least half the pages of the typical 
strategy book are taken up by 
details about game aspects and 
“equipment" that players shouldn’t 

The evil 
duo of ’90s 
games is a 
minimal doc 
and the $20 
strat guide, yy 


have to pay extra to find out about. 
For some reason, game companies 
have decided that since you can fit 
a few instructions on a slip of paper 
inside the case of a CD, a player 
doesn’t deserve more. Yeah, 
maybe-il software was $10 a pop. 

Recent strategy and wargames 
seem to be very cynical in this tac- 
tic. Ascendancy assumes that 
nobody will mind shelling out extra 
money for a guide to tell you exactly 


what the horde of gadgets that you 
discover actually do, in game 
terms; the game’s documentation 
offers nothing but vague descrip- 
tions. I opened up Steel Panthers 
expecting to find another classic 
Grigsby tome filled with history and 
countless tables, and instead I 
found 50-odd pages that looked like 
they had been run off and stapled 
by the kid in the SSI facilities 
department. As far as 1 am con- 
cerned, the little books you find in 
the Microprose/Sim-tex games or 
the one that came with 
MechWarrior2 should be consid- 
ered the minimum for any kind of 
complex game. One of the nicest 
things about CivNet was just open- 
ing the box, and finding a CD game 
with a good, hefty rulebook. 

Just to go over it one more time 
for you marketing guys out there: 
documentation is about telling the 
player everything they need to get 
the most out of their game. Strategy 
Guides are for giving players every 
advantage they can get to “beat" a 
game. While (he latter is fun, we 
paid for the former the moment we 
slid our hard-earned bucks across 
the counter at the store.*?; 
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latesx line or accessories can neip you uo ii! jriieruci js your uiie- 
stop source for high-end gome enhancing accessories! We've got 
c wide selection of controllers and top-of-the line flight sticks 
that give you total and dominating control over all your new 
gomes and flight sims! We’ve got speakers and woofers that put 
you in the game with awesome stereo sound! Mice! Game cords! 
CD Wallets! Interact’s got everything you need to push your 
goming experience over the edge! So whot's an extra couple 
of pounds? Quit smoking? Hey. you've got two lungs! 
Organizotion is for the weak! Get your priorities straight! 
Hook up your Interact accessories and get in the gome! 


Internet's products 
□re available at most 
major retailers. 


!NTE:^/lEr 

MULTIMEDIA PRODUCTS 


Interact Accessories, Inc. 
A RECOTON® COMPANY 
10945 McCormick Road 
Hunt Valley, MD 21031 • (410) 785-5661 


Circle Reader Service #201 






The epic sequel to the best selling 
interactive movie ever! 


A civil war threatens 
the Confederation. 

Only you can stop it. 



shot just like a movie — 
on film, not video 

A cost of favorites, 
including Mark Hamill; 

Malcolm McDowell, 

John Rhys-Davies and 
Tom Wilson 

Unsurpassed production quality 
Detailed Hollywood studio sets 
1 6-bit color 

1 6-bit Dolby surround'" sound 

Full digital' music throughout 
the game 

New, ships, HUDs, weapons 
and targeting system 



Actual screens may vary. Made in U.S.A. 

http://www.ea. com/origin.html Electronic Arts® Direct Sales. 1 800 245-4525 
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